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Мезе marvel M-30B Gunner defies gravity and — the dark 
leep space. He'll need an awesome arsenal 





Mike's having a whale of a time searching for Ог, J. Will he solve 
the mystery of Bellacola? 










Cae ТИДЕ UE 


Ge island hopping in a BIG new world! You won't get tired 
though, because you have a Dino mitem of transportation. 


America’s favorite combat vet confronts the conniving Cobra. 
Select your squad and get set for action. 





There's mayhem in the Melon Patch when the Princess Is kid- 
napped. It’s up to Sir Cucumber to rescue her. He can do it—he’s 
so cool! 
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a Nintendo Game Play Coun- 

selor that | wrote to the Mickey 
Mouse Club telling them about my 
dream. They decided to help me 
make it come true! 


I5 so desperate to become 


parents and | to 
Seattle, WA, 
near Nintendo of 
America Head- 
Quarters. | toured 





NOA and a 
camera crew 
videotaped me 


for 12 hours with real Game Play 
Counselors. Boy, was | tired! | met 
Kim Racey (she's cool) and Howard 
Phillips—The Game Master! 
Vl never forget that day! They 
showed the videotaped session on 
the Disney Channel. It was a totally 
desperate act, but it worked! 
Jamea Wong 
La Mirada, CA 


hen I got the Nintendo 

Power Strategy Guide 

featuring Super Mario 
Bros. 3, | read it from cover to 
cover. | got my first chance to play 
SMB 3 at my cousin's house, and | 
immediately fall in love with it. | 
played for so long that my cousin 
accused me of hogging his NES. 
I really wanted SMB 3, so | left tha 
Strategy Guide on my father's 


6 NINTENDO POWER 


They flew my - 


In Volume 18 (November/Decem- 
ber 1990) we asked you to send 
tales of desperate deeds you've 
done for the sake of your favorite 
video games. Since then, amazing 


Chair so he could see how wonder- 
ful the game was. He didn't seem 
to notice, though; he just moved it. 
Next, | tried hinting to my uncle. | sat 
beside him reading the Strategy 
Guide, sighing my head off and 
humming the SMB song. He didn't 
seem to get the idea. 

Then I thought I'd play it cool. When 
rny morn asked me what | wanted 
for my birthday, | said that nobody 
had to get me anything. When she 
asked again | said, "Well maybe 
SMB 3." 

My two-year-old brother was the 
biggest help. | got him to say 
something about SMB 3 several 
times a day. 

On my birthday, | got three 
packages. Only one was the size of 
an NES Game Pak, so | opened it 
first. Imagine how disappointed | 
was to find a shirt! | was sure that 
the last package wasn't a Garne Pak 
because it was the size of a small 
suitcase. But when | opened it, there 
was another package inside that 
was much smaller. | opened it to 
find a box with a picture of a mous- 
tached man with a raccoon taill 


Justin Unga 
Phoenix, AZ 





adventures have poured in from 
across the country-and beyondl 
This month's Mailbox features the 
accounts of very loyal Nintendo 
fans. 


Super Mario Bros, 2 when it first 

came out. All the stores were 
either sold out or they wanted more 
than | had saved. At the time, | had 
saved $54.00. 
Thinking that | might be able to 
make a deal, | started calling friends 
who had it. | called about 24 peopla 
before one friend said he'd considar 
parting with it. He wouldn't sell it for 
$54.00, though. We negotiated. | 
ended up trading 7 of my best base- 
ball cards, worth about $132.00. ! 
was desperate but | got Super 
Mario Bros. 2, so it was worth it! 


Iz? really desperata to get 


Chria White 
Syracuse, NY 


Ninja Turtles for Game Boy, but 

my mom said | couldn't. Then, 
in school they started an orches- 
tra. | thought I'd like to play the vio- 
lin, but my mom wanted me to 
play the cello, and said she'd buy 
me the game and a Battery Pack if 
I'd play the cello. It sounded like a 
good deal to me, so | agraed. | 
really like TMNT, but | stili hata 
playing the cello. 


I wanted to get Teenage Mutant 


Andrew Paveichak 
„Lexington, KY 





THINKING BIG 


1 am a fifth grader at Walt Whit- 
man School in Woodbury, NY. For 
a school assignment we had to 
make a “Think Big” or “Pop Art” 
project. | always play Game Boy 
and really enjoy it so | decided to 
make a “Think Big" Game Boy. 

My Game Boy is 50 inches tall, 34 
inches wide, and 51/2 inches 
thick. I've enclosed a photograph 
so you can see how big it really is. 


Courtney Lewis 
Woodbury, NY 





Like other celebrities, Nester has fans 
У cocco Atte 
local arcade, bowling alley or Burger 
King. Do you know someone who 
resemblas Nester—or maybe just acts 
Же him? We'll print photos of Nester 
look-alikes, so send your snapshots. in, 
then watch future issues for your 





| GAME BOY 


i+ 








Р; 
How many batteries does it take? Or will you be 
coming cut with а kieg-sized Battery Pak soar? 
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voro SPOTLIGHT 


ZACH WILL BE BACK! 


I'm so proud of my 7-year-old 
brother, Zach Pryor! He competed 
at NWCs in Milwaukee and 


Atlanta and placed third. Zach had 





Zach with PowerFest emcee Terry Toreck at the 
Milwaskee PowerFest. 


the top scores when he hit the 
finals and got to sit in the thronel 
My dad took him on his first plane 
trip to Atlanta to compete. He said 
that he has never met a nicer 
bunch of people than the ones at 
the contest. All of them made the 
kids feel lika winners. l've en- 
closed a picture of Zach with Terry, 
one ofthe NWC announcers. Naxt 
year, | hope to go to the NWC. 


Zach's sister, 
Penny Pryor 


The Powerfest concluded in 


RAP IT UP! 


My brothers, my friend, and | wrota 
a rap song about a few of your 
games. We hope that you like itl 


THE NINTENDO RAP 


My name is Metthew Besrup end I'm here to say. 
1 hke Nintendo in a crazy way 
Super Maria Bros. is ewesomely cool, 
But in Meno 3 the koopas ere dutically cruel 
Double Dragon is neat, but part twa is better 
You need to be smart or Vanna won't turn your letter 
Dr Wily is quick, but Mega Men is quicker, 
And for e very good snack, munch on e Snickers 
Ninja Turtles ere green end they lave to fight, 
Heroes on the half shell Ай nght. 
Chip ond Dele ere small end they have buck teeth, 
They heve ta fight Fet Cet end в dog with na leash 
Simon Belmont is breve, end he's na geek, 
He has to fight Dracula, wha is a freak. 
The Derk Knight in black, the Jaker needs bail, 
He has to ga fight just to save Vick: Vale 
The Simpsons sre coming to Nintendo, Yor 
They'd Better hurry cause 1 got to go 
Music i$ great te straighten out the mind. 
But Nintendo is caol if you want te unwind 
Se yo, yo, уо, yo, yo. уй, yo, yo, үй, yo Homeboy 


Cory Cardwell, 
Matthew, Jamie & David 
Bearup, Rome, NY 





December with the Nintendo 
World Championship finals held 
at Universal Studios in Los 
Angeles. Was the competition 
stiff? Bet on it! With 90 regional 
Champions from across tha 
country vying for national titles, 
ihe PowerFest was the definitive 
match-up. All the competitors 
were winners, but only ona per age 
group could be named Nintendo 
World Champion. The 1990 
champs are as follows: 


11 & Under 
Jeff Hansen 
12-17 

Thor Aackerlund Score: 2,809,995 
18 & Over 

Robert Whiteman Score: 1,956,960 
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Score: 2,009,950 


Y teas, . 

In ith Century, mankind has colonized the solar system. But on distant Pluto 
Base, a solar system defense outpost, all is not well. A gigantic robot-controlled 
laser cannon created to defend the Earth from alien invaders has turned against 
mankind. Ail attempts at activating the Base’s self-destruct device have failed. In 
control of a M-308 Gunner robot, you must storm Pluto Base's seven levels and 
destroy it. Not only will you have to battle mobs of robotic defenders, you'll also 
have to puzzle your way through the Base's maze-like corridors. The fate of Earth 
is in your hands in this action thriller from IREM. 
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METALSTORM 
1 PLAYER / PASSWORD 
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КООШ SPECIAL WEAPONS 


The M-308 can find weapons 
and useful items during its mis- 
sion, but it can use only one Spe- 
cial Weapon at a time. 


POWER BEA 
The Power Beam boosts the force 
of your weapon, allowing you to 
blast through walls and defend- 
ers. 

















This well-nigh invulnerable 
energy field protects you from 
harm and it can be used as a 
weapon. 


И you have this item, you'll be 
invincible as you reverse gravity. 


e 


CORNER JUMP t SPECIAL ITEMS 








The M-308's Gravity Control device allows it to 
fight on worlds with heavy gravity. Jump and 
press Up to perform a Gravity Flip. When gravity 
is reversed, so is your play control. 










: HIGH JUMP 


Jump up through an overhead 
2 ledge, and reverse gravity atthe 
peak of your leap to hit the ceil- 
ing on the other side. 


Jump off a ledge and use both 
the GravCon device and the 
control pad arrows to bend your ы 
jump around and under the 


platform you just jumped off of. 
c This rare aed valuable item will crush B 
F every zeomy la sight. 
p 


Ове hit will 
but with Armi 





CATAL f 














a) 
ү 
а 


















Gala aa axtra chace at defeating the 





mesace to Earth with thia Кат. 


Turn back tha aystem'a clock by | T ) r 
collecting this Item. -— 
—— * T 
S * 1 
"ss 


EE Mastering the Gravity Flln la essential to com- 
Use the Gravity Filp creatively to fully explore platelng your missloa Practice this move оћев 
Pluto Вазе. 


A 





= 





Pluto Base's entrance corridor lacks significant defanses, and wilt 
give you a chance to master the use of the Gravity Flip manauver 


> in a confined, terrestrial setting. Demolish any robot sentries you 
ancounter and make your way into the intarior of the Basa! 


STRUCTION COMMENTS 
Sensitive areas of Pluto Base are f 
posted with robotic defenders. To 
allow entrance by routine main- 
tenance crews, the security sys- 
tem in the entrance corridor lacks 
complexity. 


2E 


зеш ы ЕЛ 











DRONE PATROLS 
Mindless Drones pace in 
the access corridor. They B 
are easy to avoid if you are B 
patient and don't run or 
jump into them. Notice that = 
the Drones are affected 


don't Gravity Flip when one 
is above or below you. ү; 









LEDGES AND BARRIERS 
You can jump “through” 
certain ledges and bar- — 
riers. Small arrow ih. | 
чар” 


markings indicata the 3 > 
direction you сап go. Two-Way One-Way Down 
Barriers which you can p e y 
pass through can also ی‎ -, 
be penetrated with your 

normal firepower. 





One-Way Up Unmarked Through 





STAGE 
START 


пас 
Clear out the Turrets in this area before 


you attempt to collect the items above. 
Your priority throughout your mission 


Should be to collect tha Special Weap- A 
ons as they can mean the difference j, 


between success and failure. 





TURRET TROUBLE 


Its best to fire on the Turrets 
from above or below, because it's 
risky to take them on head-to- $ 
ШЇ head. You can also just pass 
J them up, but they will track your 
passage and may shoot you in 
the back. Crush them before you Ё 
advance to be safe. 





е — 
POWERFUL PASSWORD 
When you finish a stage, you'll be given Ё 
17, a password that saves your score, Spe- f 
cial Weapons and number of lives left. 


When you write down your Password, 
be careful with characters like S and 5, 
which are easily confused. 









GET THE POWER? 
Grab the Power Beam even 
though you'll lose the Gravity 


Fireball. The Power Beam is the 
best Special Weapon overall. 








When the Battle Drone traps you 
in the corridor, fire several shots at 
it, fall back and fire again. Repeat | 


The sharp spikes spell doom 
„| even for the M-308 Gunner. 
Gravity Flip to the ceiling to 
bypass this threat. 





until you eliminate it. 








ga m 
WZ WA 





z^. FUSION REACTOR 


Only the randomly appearing energy bubbles of the Fusion Reactor are 
vulnerable. Blast these whenever they are exposed. It's simple to avoid the 
Reactor's energy rings as they are fired in a set pattern. When you're on the 
ceiling, you can duck to avoid them. Find a safe spot and concentrate on 

hitting a single energy bubble for an effortless victory. i 





A 
2 





$S 


N 
^. a 


You have nn time limit when fighting In a 
=| Red Mert Seqnnnce, so wnit for nn opening 


Y With thn Fnsinn Reactor, If you jnst stand 
there nnd watch It for a whin, it will selt- 


зи x * — = > 2 X destruct. c» SS 





CONSTRUCTION COMMENTS 
To disorient intruders, warp tech- Iv 
nology was used in building the f 
second stage. This essentially 

Ц allows unlimited vertical scrolling. ё 

After the access corridor, the defenses 

of Pluto Base become more intense. 

The layouts are maze-like and tricky to get through, even without 

. the enemy attackers. Stage 2 introduces a slight puzzle element 
that makes your task more than just a search-and-destroy mis- 


SHOOT THAOVAN TRE WARP 
Since the top and bottom of the screen are connect- 
edge of the left platform. Jump over ed, if you fire your gun up or down, the shots will 
the spikes, and at the peak of you appear on the other side. This can be useful to clear 
leap do a Gravity Flip, holding rig! the way before you advance. 
on the Control Pad. You should make z 
it to the 1-Up. 


To get the 1-Up, creep to the very 


om Sor oo ol Soo Eo | 
— SEUSITIVE GATES ARMS AND A PLAN EN 


It takes planning and careful use of the Gravity Flip E Collect the Armor using the 

to make it past the Gates. Don’t get caught in the Gravity Flip, then jump down into 

path of a ‘eng аг, it moves! tM the left nook and Gravity Flip E 

TRSSSI = x м — — again. With the Gate open, jump ў € 
M the gap and continue. 











cw NV 
ZAPPER TRAPS 


To make it through a pair of these 
indestructible clappers, jump diractly 


M S lh. VUA caos Г 


і іп the center of the pair апа imme- n = : — PERFECT GAME 


Î diately jump to the next corridor. 2 = T 
“чш и ш Саке к 
__-| Pave OUTDO, asse uet ug Continue when your game is over. 


pa Ere qo tro Gr tn Select End, then Password, then Start. 


ae 








COMPLICATED CORRIDOR 
If you must Gravity Flip gg Stand your ground and smash the 


naar a Gate, use a Warbots that defend these pas- 


nearby nook or alcove sages. If you try to run past them, 
to stay out of its path 3 9 IM ра 


as it swings. Study the 
pattern of Gates care- 
fully and Flip your way 





PLASMA CANNONS 


2 When you appear in the Plasma Cannon area, jump up one level and start | 
4 firing. Once you have eliminated the Cannon in your corridor, you have а 8 
Б safe haven from the others. Jump up slightly (not all the way into the next 
] 









corridor), firing all the while, to take out the other Cannons without risk. S 


[- 


If yor have the Power Seem, cece you heve 
defeated е Cannee, go right to the point 
where the corridor cheeges calor Fire up or 
down contineoesly to destroy the Ceseons 
without deeger to yoerseH. 






Be careful eot to Jemp ell the wey ep into the cext corridor, especially If the Caenon Is reedy to fire 





must often move quickly to get past f 
these vehicles 


The rail system for shuttling supplies into Pluto Base has become 
^" part of the defenses. Endless numbers of tram cars are available 
and they can be difficult to avoid due to the twists and turns in the 








Both the Armor and the Time your jump well йз 
Power Beam are good, but and continuously fire Î 
getthe Armor ifyoualready to make it past the 
have a Special Weapon. EIS = Gravitrain Pods. 




















EN I NEN ру; 


Defense Turrets behind walls can still Gravity Flip to the floor to deactivate — 


shoot you. Use the Shield to destroy them. $% 









this fiery defense mechanism. 








— [72 


LASER CANNON FLOATER 3 d$ FR ей» = 0 


your ground as it moves closer, you should be able to deci- Acie ا‎ Sens — Seti cena wae 


mate the Laser Cannon Floater before it can hit you. of thn Laser Cannon, 










/| A large Laser Battery ^ 
waits in ambush around i 
the corner. It will take — SCROLL YOUR TROUBLES AWAY 
| several hits to beat, Don't pass any items es you progress ET E 
especially if you don't in your mission, because they vanish | 
have the Power Beam. : once they've scrolled off the left ofthe | 
Be ready to dodge to the Il screen. Certain enemies, like the Treps 2) 


left if you take too long Wii ^ in 2-1, will also disappear if scrolled 
to mash it. off the screen. 


CULL mui e, e 
1174 : 

















CONSTRUCTION COMMENTS 
The Cage was desıgned to take 
scientists safely through the mine 
field, but with the Base gone amok, 
ıt no longer works properly. Memo- 
rize the path it takes to survive the 


From the Gravitrain Corridor, the M- 
30B is teleported to "The Cage." This 
strange box will take you through a field 
Р of Space Mines and other defenses. 

Limits to your movement capabilities imposed by The Cage make 
this area challenging. 














RECEP NES 
Floating throughout the 
entire stage are swarms of 
deadiy Space Mines. Since 
they are indestructible, your 
only choice is the avoid them. 


ТАЙТ WALLS 


These force fieid walis can only 
be brought down by destroying 
the Turret in the middle. When 
two come down simultaneously, 
go for the left one first, then the 
right. 














Watch out for Laser Cannons which 
reappear after you destory them. 
Destroy them twice to be sure. 









B > DOOM SPINNER ў BEAMS OF DOOM — X 


As the Red Battle Drone bounces inside The Cage, the Laser 
Cannons at the top and bottom Ed fire long beams of 
destructive energy at | md 


Quick jumping is 
| essential to survive 
the trap at the end of 
4-1. Hold down the 
fire button as you 
leapto hitthe orbiting 
death-dealers. 

















« 4f you mehe it to the ur fn 42 wit , leap 


go efter the Red Drone. stralght for the Red Battie Drone to ennihlite it with € 
toach 


CONSTRUCTION COMMENTS 
his heavily armed passage is one 
f the last defenses for the Pluto 
Base. The strategically placed Dual 
aser Guns are designed їо rakethe P 


If you don't have the Power Beam left 
from tha last Stage, you'll find this 
Stage tough. The Dual Beam Guns take several hits to destroy, 
and you only have a second to hit them before they recharge and 


Tarry too long in any part „ Use the two small orange blocks as 
of Stage 5, and a beam of cover from the Laser Cannon that 
totally destructive energy lÎ | fires right. Duck Н 
will creep from left to E 577 between them and 

right, vaporizing anything Е the beams will go 

it touches. eis) over your head. 


Atthis point you'll want to get both the unleash deadly vertical plasma beams. If you run 

Armor and Bonus Points. A Special Б through on the middle level, the first two will go 

Weapon makes this easier. harmlessly overhead. Drop down to the bottom 

level to avoid the third one, and Gravity Flip to the ceiling to miss 
WITH SHIELD риш d the fourth. 

Аз soon as the Laser hi z н: 
Cannon siege firing, jump 
down onto it and prees 
Down. The Shield will mave 
down and vaporize the gi 


WITHOUT SHIELD 

Use your regular gun er the Power Beam and wher the 
cannon seeps shosti 

Any hesiistien may sj UN ја t 5 
It can be useful to wait in certain safe spots for the Ё 
Beam Of Death to come along. It will eliminate 8 
everything. 





= 


— — 











You can often hit the Laser Guns before they appear. Use 
that technique to secure the area, then destroy the verti- 
сае firing Cannon and collect the Power Beam. 


e 
SPECIAL STRATEGY 


y 
Pu Don't lose your cool in 


there is a time limit, pa- Ij 
tience will often prevail. It й 


takes luck to "Rambo" your 





Get the Crusher before the Shield, then avoid the 


Laser Beam which guards the Shield. 


way through any level. 


SHIELD POWER 


walls. Then collect the Power Beam. 


Use the Shield to destroy the Cannons behind the 





TRANSFORMER DEFENSE UNIT 


This guard can take 
»« three different con- 
figurations, and 
each form fires a 
i different kind of 
anergy beam. It can 
B take an astounding’ 
ES amount of damage, | 


) even from the Power | Р 


Beam. In order to 


defeat it, you must] # 


zi evade its shots 


scoring as| @ 


NDS 
ws many hits of your 


own asipossible. Val ine = We eeu dex 








1 


The first form shoots 
energy diagonally The 
beams bounce off the 
floor and ceiling. 








2 


The second type of beam 
is a square wave. Square 
waves look like they are 
normal straight beams, 
but they turn up or down 
randomly. 








Finally, the unit will let 
loose with vertical 
plasma waves. Then, the 
unit will mix-up all three 
attacks until it is 
destroyed. 

















FREE FALL с They threw physics out the window 
when they designed this corridor. 

CO RRI DOR It's easy to get disoriented as the 
ш platforms march upwards. Always 

E be aware of what is above or below 


you when you Gravity Flip or jump. 


Many floating platforms form your only 
foot holds in this Stage. Don't worry 
about falling off; when you reach the bottom of the screen, you'll 








— 
| ET 


Be sure to get the Armor before you advance to the Big Gun- 
| ship. After you blow up the first gun on top, advance along 





These deadly devices orbit the 
platforms. You should either 
shoot through the platform to 
hit them after you land on it, or 
just go past them with a weli- 
timed jump. 







the bottom, destroying the Cannons whenever possible. 
| More Battleships will attack after this Gunship, so be ready. 








Three giant machinery modules follow a track suspend- EAI AVIT 
ed over a deadly energy field. Your goal is to destroy Hold down the fire button as you When you're down to nmn binck, 
these, your only safe foot holds. Jump from опе to the lump aed yahi ecore hits oe the you'll have nowhere to go when 


other, firing all the while. Jump to the next module when شاا ی‎ X bae i Tess me — 


the one you are standing on starts to move upthe cham- 8 UE É í Flip to the hottom 


ber's right side. Мае: ^ — 


The modutes tera When you heve 
purple whee they oely ose modulo — V 
ere almost niim- e left, stand oe it 
cated. and fire down for Б 
ell you're worth! 
ANTENDO(POY AE 
> 2 < 












Travel along the top of this large firing platform and 
wipe out its Cannons as you go. As soon as you pass 
it, advance slowly and be ready for attacking Battle- 
ships. If you go forward too quickly, the Battleships 
will ram you before you have time to react. 





«теш тй. 1 ar 


а а И 


When you reach the end of Stage 6-2, you'll have 
to be extra careful when you jump or Gravity Flip. 
Watch out for the small splked platforms and the 
two Fire Gates. It can help to pause the game, 
think out your strategy, then go forward. 


NO THANKS. ONCE 
YOU'VE SEEN ONE 
LIGHT BULB YOU'VE 
SEEN THEM ALL. 


pEEEEEp, 


Nd 
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IUE BEEN WORKING |i 

он SUB-C ALL MORNING 

AND IT STILL WON'T 

SUBMERGE . | THINK 

VLL NEED A HAND ON 
THIS ONE. 


rab 
А FOR 
7 


è 


P 1 








ACTUALLY, IM 
LOOKING FOR A WAY 
TO MAKE MY 
SUBMARINE GO 
UNDERWATER. 


SAVED BY THE ACME AIR Bag 
| MODEL XIS -YOUR ; 


AND THEN GO ON BOARD. EITHER THAT ОА 
FOR SOME HELPON THE BEACH. 
RET PATHWAY LEADS YOU THERE. 
1 = Ёлда 


H 


— — 


HMMM, A SIX INCH 
DRILL WITH A 
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fa mJ \ | i \ 
KIRDI 
э) hu! Ul NA 


The Trail To Find Dr. J Continues 
Through A Chain Of Mysterious Islands 


a | azn | 
1 








| coconut Cure 


j im the tut closest to shore, youll fied a otd moe 
The dangers of Coralcola and Octo's e ME ME ii 
Island are behind you. Now, even more 

difficult challenges lie ahead. A violent з — 
Î storm has tossed the Sub-C into a —— 
coral reef. You're land-locked until you 
can find a way to repair it and sail on to 1 
continue your search to find Dr. J. Es 1 


A 













© 1990 Nintendo 


A short, but dangerous, tun- 

7 nel fies between you and the 
E E x X village of Miracola. Fight your 
village and the other leads to í way through and you may 
shore б find someone at the Sub-C. 


D - n thn 


Thn small hef strong birde nf this Islesd bau Cu 
chain are slow movers. Knock thnm vim 

with thn Yo-yo hefors they have a 

chance to gef close. 


i Mi 


The othlatic Ninja Monheys can 
sarprise yos with thnir quich moves. 
Kenp os усаг toes whes yoa sen езп 
cheracters and sneh ost a sain apat. 


NEHEADS 


T 
5 
$ 
k 
5 
$ 
5 
% 
y 
; 
2 
5 
5 
> 
2 


As yoa may ganss, ünnnhnads aren't 
knawa for thelr hrales They chargn 
whne yos cross thnir path 8n prepared 
for a Hight. 





— — — 
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| MIRACOLA 7 


i 

' ae 

[ 
Miracola is a mysterious village. Its 
inhabitants will be kind to you only if 
you save the Chief's daughter. You can 
visit her after you visit the Chief by 
finding a hidden entrance in the north 
side of the Chief's hut. 


Answer this villsger'n question, 
hnnping le mind that you are In 
Miracoln, nnd thn guard In front 
ot thn Chlef'e hut wlll allow you 


| Шот а gm заниша р "uw. 
I ] 
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The elipperiest of 

J fiends emerges from 
the depthe aed spits 
mudballs. Be carefall 





GAOFLIES 


These quick critters 
move diagoselly Н 
you stray too fer to 
све olde, 


2i SHOT rca pum 


pm ipn 
farther than 
before with 
this spring- 
loeded 
weopos. 








2 There's e Stop/Slow oe the 
© the left oad collect it to the 


< the frozen Gadfilee, 


— — 


E 
саас 


Cu ia DELLI 


© tower row of Tiles. Trigger it to ¢ 
^ righ. Thee clean tho cocks of $ 


— MÀ HÀ 
T 


па. 









Tight side and 
Li hop to the 
exit. 














= a e^ 
qom р. 
i Mad Muddy attacks whee you gat to the 1 

] 


Ide Whack Muddy 
p atraigM up to 









: m 





MAGMA THE FIERCE 


The molten mass of this fiery fiend absorbs shots 
from your weapons without taking damage. The only 
way that you'll be able to extinguish his flame i: is to 
Stick him into the muck. 





2 


^ Jump to find the Trigger Тива 
that will break Magme'e link with 
the surface. 


ET, 
( 
5 
B | р 
i ег on * right side d 
Magma's perch 





Only women ere allowed 
leslie the of Skecola. 
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The warriors of Shecola know the 
secret of getting to the west side of the 
island where the Hermit lives. Only 
women are allowed to enter the castle 
to speak to the warriors. You'll have to 
find a way to trick them into letting you 
In. 


Queen Shecola will admit A Fortune Teller lives In o chamher on 

only woman Into the castle the elde of the castia She'll help yoe 

Search tha grosnds to find eater if yoe can find her Crystal Boll In 
в solution to this dilemma. the Gkost Village 


The entrance to the Ghost Tunnel is not 
immediately visible. You'll find it only by 
walking into the headstones around the 
Ghost Village. Once you find the right 
headstone, you'll notice that it is a slightly 
different color from the others. Crawl 
down below and get ready for a very chal- 
lenging battle. 






—; 


On your мау to the Ghost Vil- 
lage, make sure that you find 
the Big Heart in a hidden under- 
ground passage. You'll find the 
extra energy to be invaluable in 


the coming fight. 


-— ROD OF SIGHT 


| Те exirei useful Rod of 


hnrst of light. 


— LANTERN 
For o fow valunbin secnnis, the 
Lantern will nllow yon io m 
yonr way пғоџей e eormally dork 
mom, Usa it sparingly 


⸗ 


TAKE THE LOW ROAO 


g BONEDOGS 


Thuse curious canieus mny 
seem incomplete but thay 

cae stil take n bite out nf 
you it you get ino close 


SKULLS 


Even though they nm 
badiless, thn Skulla have эп 
troubin he 

making 


MINIES 
Unless you heve th 


Light to uncover 
ficat amued unseen 


MUUMUS 


ICH take е lot of Yo-yo power 
to persuade these mixed-up 
mummioa te go back to 
where they camn from. 


MR. ARMSTRONGS 


The long limbs of Mr. 
Armxtrong come up from the 
gmnnd whee you least 

expect it nnd toss handfuls of 
meks. 


OIMHAGS 


linering more thas е casus! 
maerebiance to Wizzm 
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NINTENDO POWER 


Unless yoa use s 
Rod a! Sighi ta 
reveal Maxia and 
tha Minles that are 
circliag around, 
yoa'll ha hay 
attacked by 
invisible enemy 


Пот waste your Solas 
оп Minles Avold these 
pasts and alm for the 
hig ghost. 


it won't be immediately apparent that 
Maxie ts in the room until you use a Rod 
of Sight to reveal this enormous ghostly 
entity. As soon as you see it, avoid the 
Minies and aim for it with a round of 
Bolas. Use the Bolas sparingly, though. 
You have only a few of them and they're 
the only weapons that will reach Maxie. 


Smash Маха with tha 
fiery Bola and slap 
qaickly ta avold the 
Minles and blasts from 
the Minl-Volcano Tha 
ому weapon thet csn 
reach Махіг is the 
Bola. Aim csrefully 


Whan Maxie Is 
damaged, it will 
gaickan its 
расе and бе- 
сата а more 
difficuli targat. 
Don't ін hasty 
or you'll wasta 
shota 





мт. ып 


Return to the Fortune Taller with 
е Crystal Gall Sha'll help yos. 


By using the Fortune Teller's magic, you will 
be able to enter Shecola and find out the 
secret of the West Tunnel. 


"m a AINE) 


This eaay passage 
serves as û 
cannection from 


Talk to all of tha Shecolans. 
Tha warriors will give ур 





o Knows The Mountain 


Finally! You made it to the side of the island where the 

Mountain Hermit lives. Now, of course, there's the chore 

of getting to the top of the mountain. Fight on and find 
п out what challenges lie ahead. 


SINK TILES 
You'll learn very quickly 
hat white Tiles start to 
‘sink as soon as you land 
on them. Approach these 
Sink Tiles wiih caution and 
Jump off of them 
immediately. 
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POR Nite rud Lun unus a 


| 
ш 


BEEEEERE 
BEEEBEES 
ЕЕЕ ЕЕЕЕ" 


F 


babin rr ICE SET DEEP ûbi em 


FROPPA 


Thin ndd createre pops out of the 
mud nnd hops across thn Innd 


GOGGLIN 


Thn Gogglin Is watching for you 
In mahn thn wrong томе, Look 


= The Hermit makes his home in a cave at the 


BIG BULLY mountain's peak. Get the Scroll with the magic 
This ригип peopte nater has ав 1 chant from him and hurry back to Miracola. 
appetite for young néventurors 4 Bananette is waiting! 


You've got the Scrolll Now, ren back to 
Miracola nnd fren Haaenette from her Inng 
sinnp. 


You saved Bananette! Now you 

В can leave Miracola as a hero 

ET UP OBOB оома оома с e and, with a repaired Sub-C, 

continue on with your search 
for Dr. J. 


Chant the spell from the Her- 
mit’s Scroll. Bananette will 
awake from her trance. The 
Miracolans will rejoice and 
repair the Sub-CI 
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As you sail, you'll discover an island with a unique shape. Dock in 
order to find out if the villagers have any clues. Since islands are 
far apart in this area, anyone sailing with a vehicle less equipped 
than the Sub-C would have to stop here for supplies. 


The nniqne shape nf this isinnd may have nignificancn. 
Perhaps very Inrgn fish and nimilnr crentares freqnent 
thn nrea. 


Tunacola is a small fishing village 
with friendly residents. If they have 
seen anything out of the ordinary, 
they'll tell you. A few of the Tunaco- 
lans are among the oidest people 
on the islands. 


Perhapa you nhosld 
sall to thn nast nnd 
try to catch np to 
thn.mysterinnn C- 
Wsinnder G-tsland in 
n smm pince. irn 
probably somecnn 
yon know 


Fish grow big nronnd here Following thn obaerences 
If Dr. J weren't missing, of ove of the theecnlans, it 
yon might thinh nhnet would ba n good Idnn to 
dropping ellas to sen jest sall nmtwnrd nnd sns if 
‘how big thay nre. yon can find something 
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As you travel eastward, a 
Whale swallows the Sub-C. 
You heard that they grew big 
around here, but this is ridi- 
culous. 


Babool Or. J'a assistaet is the C- Sahoo dropped a lighter somewhere There are pleces in some areas 
Isleader who was searching for yoe In the Whale. With It, yoe can light a where уве cen dive and emerge 
‘While you were In Miracole, he was fire end force the Whale to sneeze somewhere else Keep seerchlag 
swallowed hy this Whele. yeu ош. Search for it. That lighter's got to he somewhere 


Ь | Мо0тн ЕМТВАМСЕ 


Sail from one place to the next and dock wherever you can, then search 
the area thoroughly for the Lighter. Eventually, you'll be able to light that 
fire and get out of this mess. 
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CAPTAIN BELL 


You'll still be shaking the salt water from 
your shoes from the Whale episode when 
you'll come across another obstacle. This 
one is in the shape of an ancient Ship that 
blocks a strait between halves of an island. 

Enter the villege to see if there la some 


Where to now? way to get uround the glant ship that 
Моска the strait. 








Bellcola was named 
after a sailor who 
long ago anchored 
his Ship in the middle 
of the strait to block 
an invading fleet. 





1 am Chief Bellcola. | can see 
that you'd like to sail through 
the straits. Pete the Parrot may 
be able to help. 





Thia villager hss e ciae thut 
may help yos figere out how ta 
befriuud Pete the Parrot. 




















Braaack! Braaack! No Gift, 
No Chat! Braaack! No Gift, 
























) m 
ej | 
І Cross To The East Side 
Sosth of Bellcole, усе"! fiud an enderwater 
‘that will allow yoo ta cross to thu east 
ewe aldu of the Inland. Over there, > |- : 

О wee moy find another Way to > ори Bellcolu hinted that 
talking to Pete the Parrot may 
be e gond Idea Pete la the 
descendeut of Captain Bell's 
parrot, He could huve u clue. 





The greedy parrot 
wan't talk without 
a gift. This 
fisherman on the 
east aldu may 
bove what Pete 
wenta. 


After Captain Bell saved the [їр : ч 
island from pirates, the people FU ya 4 — 
built this Memorial based on his t 

plans. Some say it holds the LLALL 
secret of the Ship. 

[1 Solve a mystery In the Memorie! ond 


FIT extiagulsh the fire that blocka the 
ши enderground passage. 





That'e soma Pipu Orgun! Apparently Captain Sell wse a fan 
st the Instrament. If yos know the right tune, yoe mey be 
able to find а wuy to play your wuy Into the enderground 

passage Perhepa Pete could ham e few bars. 


Navigate passages on the east side You'll find e Sig Huert In the 
to get to Captain Sella Memorial passage You may have to veerch for 
it, though. 
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Captain Bell designed this cave to drive pirates away 

from the mechanism that keeps his ship afioat. The traps — 
that he set are ingenious. Nevertheless, getting through — nnd fight to the 
this cave Is the only way to sink the Ship. — A | 
сап sink the 


Ship 





к=. 


7, 
ТТТ — оин тосола 
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CAPTAIN BELLS CAVE, CONTINUED 


OAL ALIN, em al PS IS DS SS О-У el ll ad NE P P ht 
і Double Danger | I Sharp Attack | | Twice The Trouble I 


Arrows and an Up/Down Tile camkin The Pencil Traps pesh ep from ће ~ ‘The deal attack of the Sliver 
to make for e serious situetion here undergroand end try to put a hola Balls in this room will koop 
Try tn stay oit of the way of tho through yoo. Keep running and try to © 4 yoe jumping. Try to hit he 
Arrows until tho Tile is on its way miss them. second one зо thet Н moves 
























Ts sink tt! I ) 
Jemp on the Tile near the К 
Waterwheel Water will start flowing ^ 


Inta the sending Captain Bell's 
legacy Into the drink. 






























Жадок out all of the Pirata This Megaton is even taster then the 


Ghoels end Loopers, In- first Ill соте right kack at you 
‚ cleding the ones ecross the after it has passed Slap It with the 
у pep. end the Gete will ‘Yo-yo to tamporsrtly freeze it. When 


open. # comes rolling heck, freeze it ageln 



















AARAU UU Urn ore ra PS US 





А 
? 
5 
А ТАЛАДЫ АНЕ ЧАА ДШ A UNS IP OPUS ASAP EUH ОЙ 


| ARROWS | SILVER BALLS 


— 
= . 4 

Sherp and swift Arrows shoot The Sliver Balls come from û 
f 7 from the woll as yoe pass ky. pinkell game and yos play the 
f " pert of the kumpers 


| PENCIL TRAPS - MEGATON -— PIRATE GHOULS 








ENEMIES AND TRAPS 














The Pirate Ghouls wore In this 
cave even keloro Copteln Већ. 
They tend to come and go. 


The pointed attack of the Pencil 
Traps is definitely something to 


Mighty Mogeton &owis over 
evorything In Из wey Contact Is 
deadly. 






ana amma n, 


d CAPTAIN BELLS SHIP SINKS E. 


With a hull full of water, Cap- ff 


dbo tarn Bell's Shıp heads for э A — 
SIS" Davey Jones’ Locker and И nonoa isa E OT 

clears the way for the Sub-C. E oft In sesrch of Dr. J. What — 1 

а could possildy ke next! |i a xL ENS: |‏ ڪي 

















| 





G REUNION 


Nav-Com finally has a lock on Dr. J. Pilot the 
Sub-C through a maze-like series of islands and 
narrow in on his location. A close signal doesn't 
necessarily mean that you're on the right track. 
Search everywhere and keep an eye open for е the meze-like island chale габ пен ои раан e las. 
secret passeges. Look for the buhbla ce the ahore 


rh p bos BA Hh ET 
Br OP PUR esp mn | 
rs em ei rR er P Pr er М. 
Vk ui br oe Pm POR ы. 
мнн BOK ME 


— “pe. 


‘Search carefully end thoroughly 





















‚_ The settlements are few and far 
between in this area. Howdo- 
yadu-Cola is only a small village with a few inhabitants. 
Talk to the villagers and see if you can get any cluss yer leare fram o Howdoyad 
about the islands. leeds Keep searchin 


Y=" SEARCH FOR THE LOST RUINS 


Ye 
ta Dr. J has been exploring the 
underweter ruins in this area. 
That must be where he's being held captive. 
Nav-Com still has a lock on Dr. J’s location. If 
you continue to try new passages, eventually 








you'll find him. 
га 19.18 | 
т | 





There may be e spacial item on  There'a a aeriea of eederwater 


this lalend. Dock the Seb-C eed passagas le this cheln Some of 
take e kok. them lead to Importaet locaticea. 





We're closing in on Dr. J's location. | have 
a positive ID that he is in the Lost Ruins. 


Dece yoe zero in ce the Lost Relea 
from the aerface, dive down and 
explore them from below Yoe're 
getting closa to Dr J'a location! 








MAGIC ITEMS 


ANKLET — — 
With the magic power 

ot the Anblet, you'll be 
able to jemp the length 


ot two Tiles. 
Bewam, 
though, it 
ely works in 
the room yoe 
where find it. 
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saunos 


These smal createros are 


lika mialature verai &Y 


Direct from Easter Island, Broken Joe has 
taken his show on the road. His weak point 
is his open mouth. As soon as he opens 
wide to send out a squiggly, tongue-like 
attack, jump straight up to avoid it and pitch Jump to avold 


1 


Tha Squidos oaly mak: 


a handful of Horse Hides right into the Contact with Srokaa 


р Joe's tonqus · llxe 
strike zone. a 


Throw as many Horse Hidus aa 
you caa Into Srokaa Joe's opea 
mosth. It's his aaly weak point. 


The mysterious meteor in the Lost Ruins 
may have something to do with recent 
events inthe night sky. There are three holes 
of equal size in the rock. Items may have 


been removed from it after it 


landed. 


Before you fight 
through the aaxt 
Tesnal, groh the 
Big Keert on the 
right side of the 
Lost Rel 


Yau cas see aaly a 
little af the cave at 
a time. Follow tha 
map to see where 
you're пай. 


There's a strange massaga oa 
the Sig Rock that you саа" 
reed Meybe somaaaa with 
experienca in decipheriag 
massages af this вешге weld 
kava better luck. 
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9 Up And Around 


If you walk straight up from the 
entrance of this challenging tunnel, 
you'll go into a dead end. Look for a 
Secret passage in the right wall of the 
entry room. 


§ Hoodoo Voodoo ë ff 


Just like Pencil Traps, 

these sherp blades punch 

Up from undergrowed. 

They're elmost unevoli- nm out with e couple of kits. 


The stone-like Rockys ars While they don't cause 
Invinclkle oa they welk any demeye directly, the 
cram the room. They Fuzz temporarily take 
tan be defeated oniy your weapon awey. 
whea they kH the wall. 


HDDDDD DDLLS URCHINS 


The alnister Hoodoo Dolls 4 "7 Urchins ect ceactiy like 
attach in four directione the Sliver Balls In Captain 
at one time. Try to stay Зее Cave. Hit tham and 
awey from them ead fight M they'd move back and 
from e distance. forth 
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More Secret Passages 


a 


Use the Asteriah to hit both Statues ut Twin 
Sumocho with oae skot. 


The weapon of choice 
against this duo is definitely 
the Asterisk. Stay near the 
center of the room and hit 
both Statues at once. After 
you beat them you'll find Dr. 
J, then blast off on an alien 
spaceship. Good luckl 
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CLASSIFIED 


INFORMATI 


— TEES 
Weapon Power Workout 


One of the secrets of success in the Mega Man 
series of gemes is knowing the right items end 
weapons to use in each situation. This is especially 
important when taking on the Robot Masters of each 
world. In Mega Man IK, there are weapons that work 
particulerly well on each Robot Master. The table 
below shows the number of hits that it takes to 
defeet each Robot Mester with each weapon. An "X" 


Fied the name of ihe Robot Master that. 
you're efter, then Iles It up with oes of 
the Waspoas to discover the eumber of 
shots it'll take to score e victory with 


indicates thet the weapon is useless egainst that | 
particuler enemy. The Robot Masters from Mega ik 
Man I appear in the four stages after the eight new | 


Robot Masters have been defeated for the first time |” 
end the new Robot Masters return in Dr. Wily's | 
Castle. When you fight them the second time you'll | 
be able to defeat them with seven hits from the |' 
weapons that you collected after fighting them the 





first time. 


ROBOT MASTER 


r 
; БО, u^ 
MM 








SEARCH SNAKE 





NEEDLE CANNON 





GEMINI BEAM 
SHADOW BLADE 





14, 


28 








TTK 28 14 28 2 
31 BI 
14 x 1414 14 28, 7 7 


7 





| While the table above indicates the strength of each 
weapon, it doesn't explain how easy or difficult they 
are to use in particular situations. For instance, the 
Hard Knuckle knocks a lot of power out of Top Man 


and Crash Man, but since it moves very slowly, those 
quick enemies can get out of the way before the Hard 
Knuckle connects. Practice and learn what works 
best. 

















Bil From Agent #067 | 


Super Jump Extraordinaire 


While the Rush Coil does send Mega Man skyward 
four times as high es his usual jump, there's a tech- 
nique that will allow Mege Men to jump even higher. 
Just press and hold Right on the Control Pad of Con- 
troller II end press the A Button of Controller I. Mega 
Man will jump almost the entire height of the screen. 
The Super Jump can also elevate Mega Man from bot- 
tomless pits. As soon as Mega Man looses his footing, 
press and hold Right on the Control Pad of Controller П 
and press the À Button of Controller I. Mega Man will 
leap from the pit to the top e 

of the screen. This will 
cause the music to stop 
until you reach an area 
where new music begins. 
That's a small price to pay, 
though, for the chance to 
move on unharmed. 





Pica and hold Right an Controller I; 
and press A on Controller I. Mega 

Man will take a mega laap! | 
If you prepare for a Super Jump ahead of time, you | 
сап make Mega Man invincible for the rest of the | 


stage. Press and hold Right on the Control Pad of — 


Controller II before Mega Man falls. Then let Mega 
Man drop into the pit and press the A Button of Con- 
troller I as soon as Mega Man's Energy Meter goes 
down to nothing. Mega Man will leap from the pit 
invincible. Mega Man will lose power to the Arm 
Cannon using this technique, so make sure that he 
has a weapon that he can use against the Robot 
Master that he'll face at the end of the stage. When 
Mega Man is invincible, don't pick up anything that 
will add to his Energy Meter or he'll losa his invinci- 
bility. 
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Phantom Rush Jet 

Generally, you must defeet Needle Man in 

order to earn the Rush Jet. Our Agents have 
found, though, that you can gain access to the Rush 
Jet without even setting foot ın the Needle Man ~- 
Stage. When you complete the Shadow Man Stage, 
you'll earn the Shadow Blade and the Rush Marine. | 
Select any stage efter you have collected these two 
items and fight on until you reach a Power-Up item. 
Press the Start Button to go to the Subscreen, then 
move the cursor to the Shadow Blade and press 
right on the Control Pad. Rush will eppeer in the 





upper-left corner of the Subscreen. Press the Start | | 
Button and collact the Power-Up item. This will give 
power to the Rush Coil! Use it to float high above 
enemies and obstacles. 


* 
n at 
р 
t 
lt 
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Press Right on. tha Control Pad after moving iha cursor to the Shadow Slade. YI 
Then pick up г Power-Up and use tha Rush Jetl Am 
Ж + 
р. A 
^ " -—. a 4а. 
Wi From Agent #451 a 
JA 
Password Power aN 
A special Password for this challenging Superhero.» ў 


thriller will let you begin with a full load of weapons. 7, '4 - 
On the Titte Screen, press Up on the Controi Pad of 4 Ji 
both Controllers. You will be sent to the Password : 
Screen. Enter CKWJT4 as your Password. Then Y 
press the Start Button when it asks you to enter an- ` : 
other Password. You'll start with super powerful 
Shots BF 87 oho. Eh fem fing dedito. 


Prees Up on both Controllars te enter the 
Patawari Screen. Thon enter CKWJTA at 
your Papeword and proes Start when the 
game asks you to anter another Paos- 
wani, You'll start with full weapons. 
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Ш From Agent #234 


In the arcade game it takes extra quarters to extend 
your Foot Clan fighting mission. On the NES, though, 
you can fight further with a code that allows you to 
start with nine Turtles in reserve. On the Title Screen, 
press Up, Right, Right, Down, Down, Down, Left, 
Left, Left and Left again on the Control Pad. Then 
press the B Button, the A Button and the Start But- 
ton. You'll take off for another rock ‘em sock ‘em 
adventure against the forces of Shredder and his 
alien co-horts with an army of Turtles behind you. 
Nine in reserve plus one on the screen equals ten 
Turtles! 


КОЗҮ, 


[EL] 


EE un 
PATER 





Press Up once, Right twice, Down three times end Laft four times. Then press 8, 
A and Start, You'll begin with nine turtles in reserve. 
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Bl From Agenr #929 


Our Agents have found a way to continue twice after 
being defeated in this police action game. Before 
you begin, at the Title Screen, press and hold the A, B 
anc бн ultionis get 11: ien the Conde Fe? Then 
press the Start Button and start fighting. After ail 


three of your crime fighters 
— ———- 


have been defeated, you'll mm. cu 


have the chance to move on | 
as the timer ticks down ten | 
seconds. Press the Start 
Button to continue. 





== = — 


‘NINTENDO POWER 


SHADOW 
IBDIDJG 


lll From Agent #989 


Add power to your attack with a super lightning bolt 
that will blast all of the enemies on the screen. Press 
and hold the B Button for 
about five seconds and 
your Ninja will call on a 
lightning bolt that will 
come down on every vis- 
ible enemy. The blast will 





take about half of your 
energy, so use the tech- 
nique sparingly. 


| 
I 
Blast your enemies with a powerful 
lightmng holt attack by pressing and | 
holding the B Sutton. | 





Throughout your journey you'll uncover hidden 
items by swinging your Sword in particular areas. | 
Here are some areas where our Agents have discov- 
ered hidden items: 


Swing your sword in the areas indicated to eam special hidden items and loak | 


for additianal hidden items threnghaut the ether stages of the game. 
| 


T. 2 ~ 
Iud Bon COS S 

Game programmers build codes into games so that 
they may easily play through the stages while the 

/| game is in development. With a Stage Select, Con- 
| 4 tinue Code or a Multi-Player Maneuver, the designer 
ofthe game will not have to spend hours in challeng- 
ing game play just to make sure all of the elements 


ara in place. A lot of the time, codes are removed 
from the final product so that Game Playars will play, 











. The Konami Gode 
, YY «Э Є Э BA Start 


E One code that our Agents know of that can be used for 

t more than one game is the Konami Code In at least five 
games, this combination of controller strokes adds players, 
weapons or energy Press Up, Up, Down, Down, Left, Right, 
Left and Right on the Contro! Pad Then press the B Button, 
ihe A Button and the Start Button 


Contra 


^ Enter the Konami code at the Title Screen and fight through 
Г your mission with 30 characters 


Я Lifeforce 


2 dust ке with Contra, enter the code when the Title Screen 
` appears You'll have 30 ships 


т Gradius 


At any point in your mission, pause the game and enter the 
S code to receive full weapons 


Nemesis 


This Game Boy version of Gradius also takes advantage of 
Fi the full weapons option 


and include it with your tips. 








Wanted: Special Agents 


A popular activity among Nintendo Game Experts is developing tips and strate- А o 
gies. Share your special tips with us. Choose your own Agent Number (3 digits) / 


AS P * 


CLASSIFIED INFORMATION 


CODES 


and enjoy, each stage of the gama. Sometimes, 
though, codes are kept in a final program to avoid 
any complications that removal of the code may 
cause. That's where players and pros step in and try 
to find the right button pressing combinations that 
will add an extra dimension to their game. Here are a 
few of our Agents' favorite codes that have been col- 
lected through the years: 


TMNT-Fall of The Foot Clan 


Pause this Game Boy adventure and enter the Konami code 
to fill the Life Meter 


Super C- 10 Men 
эє \ ^^ AB Start 


The Super C code was originally designed to leave 30 fight- 
ers in reserve In the final version of the game, though, the 
code was changed to allow only 10 fighters Enter the code 
at the Title Screen and blast away 


Astyanax-stage Select 
^Y € > BB BB Start 


Take off to any of 10 different stages of this mysterious quest 
through the land of Remlia by entering the code at the Title 


U" BOM2?UMen 
ABB ^^^ Y € Start 


Before you start, enter this code and go in with a reserve of 


, 20 fighters 


| The Guardian Legend-TGL 


Enter "TGL* as your Password in this space adventure and 
sklp the Labyrinths. 
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He's back! The pint-sized tropical vacationer has returned to the islands 
in this sequel to the popular Hudson's Adventure Island. The evil Witch 
Doctor is up to his old tricks, and it's up to Master Higgins to finally give 
him what he's got coming. Princess Leilani is safe from danger since you 
rescued here in the first game, but this time the Witch Doctor and his 
dastardly band of monsters and hooligans have nabbed her sister Tina. 
There are Eight different islands between you and that mumbo-jumbo 
Madman this time, so you had better get going. With eight islands, this 
could take you a while... 


THE PERILS OF ISLAND LIVING 1» 


The Islands can sure ba a dangerous place for a boy like Master 
Higgins, but anyone who's played the first Hudson's Adventure Island 
will tall you that there's more to this hero than meets the eye. Hera's 
soma of the dangers you'll want to avoid. 








73 If yoo run out of ^». Mester Higgins ар. There ere plenty 
time, wou lose e ^ willheve tof ^, of ledges and 
lite end must evold the as- Í | pitfalle thet 
start the stage sortment of Master Higgins 
over Pick ep frult creatures m 7 will heve to 
to adi time. the Islanıls. voli. 


SCOOP ON 





ADVENTURE ISLAND II 


Hudson's Adventure Island I 
is very similar to the original 
game. The game is unique, 
though, in that you're not 
always sure which stage you 
will be traveling to next. Some- 
times Master Higgins will take 
a different route than he did 
the last time you played. 


GAME PAK - DATA BOX 
ADVENTURE ISLAND I 



































CtFERN ISLAND 
"The Beach” | 


Master Higgins will always start on 
the beach of the first island, but 
where he goes from here is any- 
body’s guess. This first stage is very 
easy, and will give you a chance to 
get a feel for Master Higgin’s abilities 





Master Higgina will ase a cruda stona 
= ^ 3 hatchet for protection In the jungla You cae 
and do a little island sight-seeing. find e hatchat hiddse lasida Iha nogs 


Soma cresturus are friandty with Master Higglee, 
Soma agga hide skateboards You'll have added protection whlla on tha and will help kim. When you find thia heart icon, 


M n \ skateboard, het you won't be able to stopt а Blue Camptosaarus will appear to help you. 
2 a Mb i. E 
















Z EGG SURPRISE! 3) MORE FRIENDLY CREATURES | 


Find the Spada Icon 
and Master Hippias will 
һе jained by tha Red 
Camptosaarea, who 
shoote fire aut of hla 
тшй and moves very 
a TSS qalckiy. 
Find the Slamond icon 


kaareen Giri will make yoa temporarily Invincible. тена ‘of tha eggplant, as Н dacreases усаг А and а Elasmosaarus 


wil show ap to giae 
rida. 


f Mei ена es рун уен j= (xe ala T EU 


Almost all of the things Master Higgins finds inside an egg will 
help him, so be sure to open every one. 












There is a volcano on the first island near 
the beach. Things start to gat a iittle 
tougher in this area, but nothing Master 
Higgins can't handle. 


4 FERN ISLAND нео 


















RN ISLAND —The Rain Forest. ^ 


This is a deep tropical rain forest, but you'll 
find a clearing in the middle of the stage. 


Leave your dieo- 
saere behind, sa 
you зап ecu them 
In more difficelt 
stages later ов. 





„FERN ISLAND Iie Underground Cavern: 


The caverns are dark and full of things that 


Try to the Blee ба! 
ERI nime night. e ere ad 








There are lots of strange trees and plants 


Be sere to save e Red 
to climb on in this stage. پا‎ E N 


stage. 





The island sky is a vivid shade of orange 
this time of year. 










[Hl 


15 Beda key for u troe ridu iato the 
cloud worid und some bonws fruit. 





"ue TW — 


diee. aie ie m. — 
Master Higgles cas walk right There's à special egg le this urea that will 
— makasia through rocks end fires whee Honey allow you to skip the rest of this island! 


levieciblel Giri la with him. 


r. 


There are plenty of 
fallleg bouldere 


me Ped be ready to jump 
CCS them м all t 


991 , " 
Hiddee eggs will lead you to The mysterious hidden bumblebee 
—— Ds secret bonus rooms! la often foued In the secret bonus 
X Ss 


S 
NANN 


agures cas walk There's a Red 
through the love. Campfasaurus 
Without him, hidduu lu thia egg, 
Master Higglas is I just lu casu you 
lose your first ose 
early le thu stagu. 


Thia frog wil! leuve high-ftying hirds will drop 
everywhere uu this you e spuclul gift. вз egg and give you s dinosaur. 
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Another series of un- | 
but this time they je The Elasmosaeres la slow ов laed, bet сае 


filled with water. swim through water stages with the greatest of 
ente. 











Master Higgins will have to be especially cereful during this 
long climb. 






Start 
your 
climb herel 













its Tamored that this deep Em к: | J 
cave has so bottom, but | Some of thesa ladges ere full of бавдагов 
don't ев Master Higgles so look before you вер! 


will west to test this theory. 










The boss of this stage is hiding somewhere in the 
twisted and tangled island vegetation. 








Napa PORTR., 


Lake Island is the second stop for Master Higgins. 
Although tougher than Fern Island, this is still very easy. 


"Ba aare to stap the hird 
that files highar thaa the 
athere. It will leeve you а 
Red Camptosaurus 


Find a hiddaa ngg here aad taka а rida Іп the 


mmm 


Usa an Elasmesaurus here if yeu have ene and you Use this springheard t» get the beef jerky and 
can swim right through the air packets with being 
ні. 


There's a bottle of milk 
hidden in the second egg 
you find in this stage. 


Watch eut for sil 
it 





| don't think this is what Master Higgins had in mind when 
. he said he wanted to spend some time in the sand. 





m. - — М 
j [ 
J * N Calculatiag cocoauts 
1 hang capriclaesly 
a э A from terrifically tall 


palm trees, ready to 
careaa down apaa 
the crown of yoang 
Master Wigglas. 


: x & 
d Ж © 4 Beware af bouadlag | 
= &G boulders that bounce 
aad Madgaca all that 
2 brave tha beach | 


There is aa Elasmossarea here, but daa't pich beaaath tham 
it it caa't jump high aaaagh for this 












d plase too la 


р trapa will get you 
ге Keep moving, 
Ec i 








Hatch this Pteranodoa 
aad you'll catch sama 
alr fer a frea aad clesr 
ride te the and of tha 





Find the hiddea egg la thia area, aad yoa сап akip 
this (ааай campletalyl 











Brrrr! Master Higgins braves the heavy snow drifts and 
3! 4 sub-zero temperatures in his bermudas! Y 


a. , 1 





| £ ^7 Use the lue Compto- | 
3 sserus in thls eme. 


Sewam of the tricky 
seeke that la waiting 


— 











Ga шы fou ran use. ra Mb gj | lor you le this evel. 
Р magic tall whip, ead. —' He'a essy to beat if 
he ме" slip and yos have as exe or a 
= slide os the ice. disosasr with yos 
4 


T». ( 





Another hidden egg thet leads to the boaus cloud Chack this area for a bidden egg. 
stage вай ell the fruit Master Higgins cas gobble 





Е: E The iciciss hasgleg trum ар. 
— the cellleg ia this cave ^ 
| are very dangerous, 20 be 

19 * Д зат to move o litte 


"ШШШ" slower throagh this eres. 






т. 


Avold plcklag ap the shatobosrd lo thie area. 
You woa't ba able to slow down or stop, 
which can mabe thia leve! extremely difficait. _ 







— — — 


There are plenty of tricks and traps waiting for Master 
Higgins on the treacherous Cave Island. 






The only way to gat 
the fruit bere is to 
jump strelgbt ap 





You'll seed to use yous turbo mesleg speed 
and time упег jumpa perfectly here. 














Fled е hiddes egg bere sed you 
cae skip this Isloed ei 
right to the Cloed Islanda. " 
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Cloud Island sure is nice, but Master Higgins doesn't have time for 


Sight-seeing. You're almost to Tina, so you'd 
better keep moving. 





Your timing will hwe 
to he perfnct to 
mannuver pnst the 
spikes In this пева. 














Thn bird ftyieg higher 
ап thn nthers will Inave 
you n Pternnodon, 





Thn high-fiying bint 
will drop na egg 


К may tabn some containing n 8i 


practice to mnster the 
Be sere to vago thn 
Pteranodnn you find le rotating clouds In thin 


Ama 3 for this section, Й £ b 


The huge volcano on this island will send tremors of fear 


down Master Higgins' spine for sure. 


Thn Volcanic activity nround here 2 Des X س‎ 

mnnys that there nre pinnty of 1 Uys your terbo npned 
pnsky flies to get In Mnster b [oT md perínct yoer 
Higgins way. Remember, the only timing for this super- 
апай fly is n squashed Пу. difficult nrea, 





& 


Avold taking the axe with 
узи in this area and you 
‘will Find It much sasior. 





Find a hidden egg here for a free ticket te 
the fruit clouds above. 





= — — —— 








Not muchi is known about this mysterious island, as not many vacationers venture out this 
far. Keep you wits about you, Master Higgins. 


Q a More bouncing bnuldere from | Save n Slun Campto- 

€ Joo пуз nre waiting for you | saurus for thn thle 
«^ here, so be nn your best | area, nn thn floor In 
sss bebnvior. — EE — very slippery. 


xpo ole 


There nre pinnty of nnnmles This nren In crawling with 
nwniting you. Ynu might want to flower devils, so henp that 
dossa your axn behied. ax bardy. 








Б The only ndvice we 
cae offer for this 
‘seper-difficult nren 
ls to work ee thn 
‘timing yoer Јетра, 





— — 











ws read Rari m he 


SMO 

















If you likad the action and excitament of + 

Super C, you're going to love Operation C 
for Game Boy. Awesome aliens and wild new 
‘weapons are just two of the differences Super 
C fans will appreciate. Have a blast! 





A Boy & His Blob In Tha Rascue Of Princess | 
Blobette is the Gama Boy saquel to last year's [= 
NES hit, A Boy & His Blob. Once again it’s a A: 
matter of feeding the Blob specialdally Beans |= 
to overcome cunning obstacles. But you'll 


have to hurry; Blobette is barely hanging onl | TM 


3 i : 


cx E VOLUME y 
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Ultra gave us some of the best out-of 

this-world action with Super C for the 

NES. Now Gama Boy gets into the act 

with Operation C—only this version may be even tougher and 
more exciting than the originall Once again you've entered an 

alian world where friendly faces are about as rare as ригріа . An 
cows. Fortunataly, you're armed to the teeth with a new array of 

super weapons. So what does the С stand for? Challange! 


[ WERPUNS ааа 


Three awesome weapon options |” SPREADER { HUNTER 


. give you the winning edge. Two of ™ atu ти тй — in оте e - 
` tha weapons—Spreader and Fire— ——— ae sate ew cont oa 


will be familiar to fans of Super C. tr a һи patem! / 








52 NINTENDO POWER 





-SPECIAL FEATURE -= 




















= ~~ STAGE 3. Jungle Go TOR? 


don't crush yoo, or you cae dodge them. Because 
the Boulders fail le patterns, yos cas jedge when 
to стука avalanche zones ls aefety. Powder the first 
avalesche by firieg from left of the Cliffs baxa. 






dane are just a few of the | 
must face. Be preparad for aha 





Whenever you're in the side-scrolling Jungle regions, the The map will Help you pian your wssauit. Look 
vm ne st и vn oe for the locetioes of Pop Up Gees end Cliff без. 
ploda from the ground le front of youl It wouldsoem Ike Meo Беер |e mied thet yoar character jumps 
з pretty good idea to hit the turf and shoot beck. The ‘higher on the Cliffs, 
problem is that allen soldiers will charge from tho left. So -sa g % 
here's what you da. first, faca left then drop to the ground The Guardian hovers | 2 the sariler Guanilan, bul | 
and zap the aliens, then jump up, avokling Pop Up Gee overhead fring Iittie T [ ж Lasers at you, Stand оа th 
fire, face right,drop agale and blast the Pop Up Gea. , aiios Insects from n cR 4 Shall eed dodge the 












Te tubes poletieg left esd LE LCS j - 
right. Your best Gusrilas . 
2 24 strategy le to shoot end У "w^ . a] Shoot them eo they doe't : 
1 jm di A р aed thes shoot the 
" 

















Gus to defeat lt - 


the 

in the Glass Tanks the s 
way. On the Elevator, duck 
below the Electric Beams, 
but be ready for the aliens 
who attack from above. 


Pobotics 27 


You've almost reeched the 
and of your mission, but ber- 
ring the way is a steely Robot. 
Missiles are launched from 
|| the Robots backpack, but 
| you can shoot them down. 
Little Spiders while dodging Fre sirigit up at he. After defeating the Robot, — 
the Laser. Then aim for the Fr i |] you'll come face to face with 
Guardian's head. » s | | the Mastermind! 
OTE 






thrust out of the walls at ¥ 
ground lavel trying to cut you 
down. Look for tha Huntar on 
the left side just beyond a 

Pod. You'll naad itl 5 


Head Of Trouble 


The Guardian at the end of 

tha staga has two defenses. 

The Laser shoots around it in 

a diamond pattern and Little 
cone aut OFT. 

to the side and shoot the 




































A Boy and His Blob in The Rescue of Princess Blobette from 
Absolute Entertainment doesn't have any super weapons or 
mutant bosses; no dragons, ninjas or berserk aliens, either. 
What you do get in the Game Boy sequel to A Boy And His 
Blob (for the NES) is bags of Jellybeans and barrels of fun. 
And there's a twist. Blob's sweetheart, Princess Blobette, has 
been captured and caged, and the Blob is determined to sava 
her. If you hope to pass the many obstacles between you and 
Blobette, you will have to feed the Blob an assortment of Jel- 
lybeans, each of which turn him into a useful shape like a key 
or an umbrella. New Jellybeans and cunningly placed obsta- 
cles will challenge novice and expert Blob-handlers alike. 











BlObs'n Beane®g® 
With a hungry Blob for a 
friend and a bag full of 
Jellybeans you're 
bound to go far. 
Three new Blobolici- 
ous flavors have been 
added: Lime, Mint and Banana. At 
the start of the game you don't have | 
all the Jellybeans. Extra bags must 
be found and collected as you go. | 


ф Lime—Key 
` Vonilla-Umbrello 











Use the Tangerine Trampoline 
to reach the heights where an 
extra bag of beans awaits. Grab 
the bag and jump down. When- 
ever you pick up a new bag of 
| Jellybeans, look for new flavors. 


ne 


® Cocanut=Cocanut 

ei 

© Ho 

€ Cola—Bubble 

© Ketchup=Catch Up 

Ф Licorice - Ladder So you've reachad an impas- 

© Mint-ke J тели" түштүң | | Sable barrier; you can't go over it 

© £ banaka l { ci Е | orunder it. What do you do? Turn 

6١ D Ia the Blob into an Apple Jack 
ч ] | diractly below the hole in tha 

© Root Beer- Rocket l Н ‚| machine. Bafore you know it, the 


p wall will lift out of the wayl 





G Gearing Up 


Throw the Monkey Wrench Tito the 
gears to deactivate this machine. 

























б UpsAndDowns ® 


The wind currents around this old castle 
are strong enough to carry you aloft if 
you're holding onto the Umbrella. Step 
off one ofthe ledges and press Up on the 
controller. Now float into the wide space 
between the towers and estes Peppa 
mints for an extra Life. : 


Every time you collect five Pepper- 
mints you will earn a free Life. Collect 
nine Peppermints in the air and one 
more just before you reachthe Stomp- 
ing Machines. . 


HI Sol 








ww 


iu ec] 





Beware of the Blob who, in his excitement, may 
knock you into danger when he comes bounding 
up to you. This Blobish enthusiasm is most dan- 
gerous near ledges and machines, so make sure 
you're in a safe place before whistling for the 

Blob to join you. ' 














{ 200 BlODs 
1 Save We"?! t 


Bubble 
д Trouble 


The trouble 
with Bubbles is 
that they are 
slow and have 
lousy handling. 





Along the walls of the well, torches burn and flare. One lick of flame will 
end your quest. Use the Cola Bubble at the top and, as you float down- 
ward, you'll avoid the flames. You'll also be ready to enter the water at 
the bottom of the well. 





E F 
When you're 4 Y | $, i 
underwater, | > P p 
steer clear of : c, 
fish who would | 
like to pop your А 


Bubble. , E 
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POWER MISSION 


From Agent #477 


Super Strong Fleet 


Make your fleet a force to be reckoned with by let- 
ting your enemies make the first move. As you 
begin, choose your fleet formation. Then, instead 
of carrying out battle plans, end your move. While 
the enemy fleet is making its move, press and hold 
Left on the Control Pad and the Select and B But- 
tons. When it’s time for your move, all of the ships, 
submarines and planes in your fleet will be built up 
to a total of 99 Hit Points. With strength on your 
side, you'll be able to adopt a very aggressive posi- 
tion from the very beginning. At any point in the 
game, you can rebuild your fleet by using the same 
procedure. Just choose to end your move as soon 
as it begins. Then press and hold Left on the Con- 
trol Pad and the Select and B Buttons as the enemy 
is moving. When your move begins, your fleet will 
be back to near maximum power, though damage 
from the enemies’, most recent attacks will still 


= | ШЇЇ 


iat 


DESTROVER 


SURVIVAL 
CAPACITY? 












































"MOVEMENT 
CAPACITY? y 





oer sext ture will kegle 
ximam power available to 
all ol the craft le your Seat. 


SWEAPONRVE 


ЇЇ E (81 RI 





SUNIT? FIGHTER 





With the added otresgth thai this mani gives you, you'll be alle to take a 
very apgressise positios ead surrousd the esemy fleet early le the geme. 









Land Torpedo 


While it’s generally believed that Torpedoes travel 
only through water, Power Mission Torpedoes can 
also make their ways across land. Line up your subs 
and other Torpedo launching craft near islands and 
aim for enemy ships and subs on the other side. 
Then send Torpedoes sailing right through the 
island to unsuspecting targets. 


SELECT 
THE WEAPONRY 


UNITE SUBMARINE 





Esse if your Torpndo laueckisg craft 
is ов the other side of в laod mass 
from your leiseded target, yoo'll still 
he ble to use в Torpedo to klest 
yoor enemies. Just lise it up ond ro. 
The Torpedo will cut throsgh lend! 


UNIT? SUBMARINE 


FORTRESS OF FEAR 


From Agent #061 


Initial Bonus 


The high score entry in this great Game Boy adven- 
ture not only lets you compare your score with 
scores made by the Pros, but it can also allow you to 
start your next game with extra players in reserve. 
When the game is over and you have the option of 
entering your initials to the list of high scores, 
choose a letter W, a Heart and another W. After the 
characters are entered, press the Start Button to 
begin a new game. You'll start with 6 players in 
reserve! 








Whee yos achieve o kigh score, sster W (Heert) W as your isifiels. With the 
coxt edvesture you'll heec e € fighter back-up. 








In a past edition of Classified Information, we 
reported on a special maneuver that allows you to 
collect as many as 9 Ducks in reserve for the NES 
version of Duck Tales. The same basic tip also 
works for Game Boy Duck Tales. Select the African 
Mines from the very beginning. From there, you'll 
be sent to Transylvania to retriave the Key to the 
Mines. In Transylvania, if you move directly to the 
right and use the first Warp Mirror, you'll get to the 
room with the Key. In that same room, there's a 
| Warp Mirror that you can use to exit Transylvania. 
lefore you exit, though, collect the hidden 1-Up in 
ransylvania, then leave and re-anter Transylvania 
rough the African Mines so that you can collect 
the 1-Up again. Finding the 1-Up in the first placa 
can be very challenging, though, because it is hid- 
den deep in the Haunted House. Climb to the 
er-right corner and follow the Mine Car tracks. | 
е end of the tracks, you'll find the 1-Up in a | 
Treasure Chest. Collect it, go back to the beginning 
and Warp out of Transylvania without getting the 
Cey. Then go back through the African Mines and 
repeat the maneuver. 
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Whes yos eater the Africae 

| Mines without the Key, you'll 

be sent to Transylvasle. Cimb 

to the Mine Car Tracks вай | 
‘collect the 1-Up. | 
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— — ж yw —E—— түнүн 1 
("как around ie collect the 1-Up again! 








| Choose “ANCIENT” as уйат Password and select your stage. 


| discovered, though, that if you skip the first Candle, 


| | collecttha other 1-Up in Stage One, let Simon lose 




























The 33 stages of Boomer's adventure first ascand 
then descend so that you encounter every stage 
twice. With a special Password, you can choose to 
begin the game at any stage, going up or going 
down. Choose to continue from the beginning and — 
enter as your Password "ANCIENT". The stage 
number will appear. Change the number by press- - 
ing Up and Down on the Control Pad. If you selecta 
stage that has a number followed by a period, the 
Stage numbers will decrease as you play. If there is 
no punctuation after the number, the stage num- 
bers will increase. 


ANCIENT 


ABE 
HI J kK 
PORS 
xyz: 


۴ 
и әз 
v 


"A CUIR CVA 


Here's a favorite that you may have missed the first 
time around. Throughout the game, you can Whip 
Candles to earn Power-Up items. Our Agents have 
you can break the eleventh Candle for a 1-Up. Then 


a life and repeat the process. You'll come out ahead 
by one extra fighter every time you loop around. 


heginning te collect йат ааш! 
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Title Company 


The Chessmoster Hi-Tech 


Game Type 
Chess 


6 | F | 1 
3.7 3.5 3.5 





Kung-Fu Moster Irem 


3537 2.8 Mortiol Arts 





Operation C Ultra Soft 





4.0/4.3 3.7 | Combot Action 





The Rescue of 
Princess ВіоБеПе 


3.6 3.2 4.1 | Puzzle Action 





Rolon’s Curse 


3.5 3.4 3.9 | Role Playing 





Solomon's Club 


3.3/3.4 3.7 | Puzzle Action 











Accloim 


3.2/3.2 3.3 | Puzzle Action 




















2.4 2.4 2.9 | Wrestling 





Game Boy Chart Key: G = Graphics and Sound 


1P = One Player 
GL = Game Link-Two Players 


P = Play Contral 
C = Challenge 
T = Theme and Fun 


Games ure evaluated wlth rotings from 1 (poor) to 5 (excellent). 


Solomon's Club 


The puzzle-solving fun of Tecmo's 
NES classic, Solomon's Key, has 
been successfully translated to 
Game Boy in the new follow-up, 
Solomon's Club. A magician with 
a wand that allows him to create 
and destroy magic blocks must 
negotiate rooms full of enemies 


and obstacles. 


The rooms range from very simple 
to solve to very challenging. Sinca 
there's a built-in Stage and Room 
Select, you can skip to stages that 
are built for your own skill level. 





In each room, you'll find a Key and 
a Door. The challenge is to get to 
the Key, then unlock the Door 
without direct contact with the 
enemies. Sometimes you can 
direct the paths that the enemies 
take by creating blocks and some- 
times you can send the enemies 
falling to the ground by destroying 
blocks. By collecting traasures in 
each room, you can aarn money 
and then visit shops in soma 
Rooms to purchase special items 
and weapons. This new feature 
adds to tha variety and excitement 
of the gama and helps maka this 
Game Boy adaptation even better 
than the original. 








NOW PLAYING 


Py Power Meter 
Info 


Rolan's Curse 


Adventure through a lend of 
magic and menacing creatures 
in this two-player Hero quest 
from American Sammy. Maze- 
like forests and caverns lead to 
dead ends, enemies and trea- 
sure chests that hold special 
items. 


[YOUR QUEST HAS 
| BEGUN. pa 


Begin your journey with a sword 
and some words of advice from 
villagers. Then search the land 
and collect, among other items, 
a wand that fires magic balls 
and an axe. 


Since the challenge comes 
mainly in finding the right paths 
to travel and not in defeating 
enemies, this is a game that 
adventure game novices can 
enjoy as much as experts. 


RRR 
—— 
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‘GAME BOY 
TOP TEN 


{ © ирег Mario Land 


TET IE 


| 


Mario retums in the top of the poll after в one issue 
drop This oec is в must-have for Mario fans. 
Teetiage 

Mutant: 

Ninja 

Turtles 


The Foot Clee contisues t» fall aad, this time, the 
Turtles fell too-ose sotch to Number Two. 


This challenging role-playing adventure has been a 
consistent favorite of the Pros at Nintendo HQ. 


Dé Mario 


Players have been singing the praises of Firebrand’ 
Game Boy adventure since its release. 


COMING SOON 


Game Boy developers are busy 
putting the finishing touches ona 
slew of Game Boy games that 
you should see in the next couple 
of months. Here's a look at just a 
few of them. 


SPORTS 


Last issue we mentioned that the 
NES classic, R.C. Pro-Am, is 
being developed for Game Boy. 
Now we can show you. Super 
developers, Rare, are trying to 
capture the same look and feet 
that they had with the original. 


Skate or Die: Tour De Thrash 
from Electronic Arts features a 
rocket ramp Just like the ramp in 
Skate or Die 2 for the NES and 


a two-player simultaneous event 
competition. It looks promising! 


‘Skate or Dle: Tour De Thrash 


PUZZLERS 


New licensee, Triffix, will introduce 
Game Boy players to Castelian 
this year. It’s a puzzle game with а 
new kind of look. The action takes 
place on the outside of a castle 
tower and the tower rotates as 
characters climb upward. Bubble 
Bobble from Taito is on its way to 
the Compact Video Game System. 
Another classic, Pac Man from 
Namco, wilt be out this year. 


6 Tetris 

7 Castlevania 

8 Batman | 
9 Play Action Football 
10 Golf 


The Game Boy Top 10 is deter- 
mined by rankings from Nintendo 
Power readers, Game Boy retailers 
and the Pros here at Nintendo HQ. 
To vote on your favorite Game Boy 
games for a future edition of the 
Game Boy Top 10, fill out the 
Game Boy section of your Players’ 
Poll entry and send it in! 


GAMBLING 


A Game Boy casino simulation is 
being developed by Arcadia. 
Caesars Palace Gambling 
will feature an overhead view of 
the famous casino with a focus 
on Roulette, Blackjack and other 
games. The graphics and play 
are very impressive. 


RUMORS 


Acclaim :s talking about a pos- 
Sible Simpsons Game Boy 
advanture. There's no word on 
when we'll see a working version, 
yet. Snake, Rattle 'N Roll is also 
being considered for Game Boy 
development. We'll keap you 
informed. È 
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Nintendo 


72 PIN 
CONNECTOR 


Uke nll computers, thn SES recnives Informntion 
from software. In thla case that mnnse Samn 
Paka. Whnn you slldn your бпр Pak Into thn 
Control Deck, the apse end nf thn Game Рак 
slips into tin 72 Pin Connector Ita lkn plugging 
In your telnphnnn an you can recnive calla Infor 
matinn passes from the microchipa Inship thn 
Game Pak through thn 72 Pin Cannnctor and Into 
thn Centri Processing Unit nf thn Control Onek 
(CPU) or into thn PPU, dnpnnding nn thn infor 
matinn nnd whick Pin Connnetors nre accessnd if 


lint or dust gnts Into thn 72 Pin Connector thn 
signnin migkt nnt gnt through nnd it mny annm. 
па it thn Gamn Pak Itsnlf 190% working. 


RF MODULATOR 


Old you know that your NES Control Onck la Itin 
a television statin? Thn signn! sent by thn £0 to 
your TY to create thn imnge of Mnrio nmi other 
chnracters із the samn hrondcaat by TV statinns 
Thn signal la selind ФЕ or adin Frequency and it 
Is generatnd by the 9F Modulator Insidn thn CD 
Sut whnn thn Picture Processing Unit (PPU) 
creates vidnn Intormatinn, it nends a Composite 
Video Signni—thn typn nt signal cnmputer. 
monitors can rend Most TVs recnive ФЕ signis, 
however, so thn ФЕ Mndulator transinten thn 
Composite Sigsal ned aends it to thn ТУ 
Strangnly nnnugh, nnen thn TY recnives thn SF 
Informatinn, it tronaintea it back Intn Compealte 
Vidno Slgnals In order to dlapiny thn picture. 


























THE NES CONTROL DECK 


From the outside, the NES Control Deck (CD) looks 
like a simple box—a few buttons, a few jacks, a little 
red light. But appearances can be deceptive. In the 
following pages we'll open up the hardware and see 


what goes on inside that world of amazing precision 
and blinding speed. Our tour into the electronic maze 
begins with a look at how the CD communicates with 
the world through Game Paks, Controllers and your TV. 





CONTROLLERS 


Thn Control Орск la niso connectnd tn thn nutsidn 
‘world through thn Controllers. Whnn thn CPU 
needs cnntroller information, it sends n messagn 
to n chip In the Controller callnd thn Shift 
Register Thn Shit Sngister renda thn position nf 
every button, nither On or Dit thnn reports back 
to thn CPU nn thn On or Off statua of nach 
button. Although It senma likn thia might takn n 
long timn, nctually it all hnppena in Inss thnn n 
sixtath nf n ascond-much faster than thn humnn 
eye can diacem Thn resuit la thnt chnmciers. 
sanm to jump at thn push nf 





SHIFT REGISTER 
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THE SOMPUTER BRAIN 


Every aspect of the game, from the picture that 
appears on the screen to the rules that determine how 


n "ккө 
LL 


The Picture Processing 

Unit, like the CPU, is 

located on the main 

integrated circuit board 

of the CD. If you opened 

up your Control Deck, 
which you should never do, you'd find that it seems 
to be upside down. The PPU takes digital informa- 
tion from the CPU and Game Pak and converts it 
into Composite Video Signals that specify the color 
of every pixel on your TV screen. Sixty times every 
second the PPU redraws the entire screen in still 
frames, just like the multiple still frames of a 
motion picture. Because this happens so fast, it 
seems as if characters on the screen are actually 
moving. 


high a character jumps is controlled by two powerful 
microchips—the PPU and CPU. Let's take a peek. 


The Central Processing 

Unit is like a tiny switch- 

board with thousands of 

calls coming in and 

going out at the same 

time. For instance, every 
sixtieth of a second, or V-Blank period, when a 
screen has been completely drawn on the screen, 
the CPU checks for commands called Interrupts. 
The Interrupt from the Game Pak may instruct the 
CPU to ask for the current position of all Controller 
buttons or it may run some other routine such as 
sending out a sound effect command. If you imag- 
ine the Game Pak as a cook book, the CPU would be 
the cook who follows the instructions . . . for every 
dish in the book at the same timel . 
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HENESAT PLAY 


CHARACTERS | # 


Although Mario and other characters usually seem 
pretty solid, they are actually composed of several =. 
characters. Super Mario consists of eight separate E | Y 





Characters, but they are all programmed to appear in 
asequencethat makes them seem like one unit. Back- 


B 
grounds are also made up of many separate charac- | 
ters. In fact, every screen has 960 characters! D. — E Л 


The PPU may dis- ONE WAY 
play only 960 char- E323; WASTE ind 
acters, or one screen 


at a time, but it actually stores twice that amount. In a one way 
scroll, new charactars constantly replace old characters behind 
the scroll. This is why in games fike Super Mario Bros. the screen 
can scroll only one way. in Metroid, however, scrolling occurs in 
two directions and new characters are continuelly added in the 
direction of the scroll. 





TWO WAY 
METROID 








C METROID > 


NF VS. RGB 


Why do RGB (Red, Green, 

Blue) monitors seem to RGB 
have clearer, sharper pic- — — 
tures than standard televi- К ЕЧ oem 
sion monitors? informa- fisia Кие ono 
tion can be lost or distort- өш —— 
ed by interference during 
RF transmission. But the 
RGB signal goes straight 
from the CPU to the color $ 


guns of the monitor. 





COLOR 
GUNS 





An GGA Video Signal In nctunily composed of five sepamte signals, nnn 
signal for aach o! the three color guns—red, grenn nnd blue-nnd two to 
describe thn location vertically nnd horizostally nf nnch pixel. 
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ANEW VIEW 


In most respects the Game Boy resembles a minia- 
turized NES. One differenca is that the CPU and PPU 
chips have been combined in one master CPU that 
does both jobs. The other major difference is that 
Geme Boy has its own screen. The Liquid Crystal Dis- 
play (LCD) operates using reflected light. When elec- 
trical current passes through part of the LCD, less 
light is reflected and that creates a darker image. 





Hi black | Grey 
БЫ Grey] | white 


To create e character Image on the Bome Boy's LCD, different currents pass 
through тагу points ol the crystal. The darkness of each point on the screen la 
determleed by the level of currant. la thla wey the Game Boy prodaces one white, 
two prey, eed ове blach shade, with which it creates all of its game screens. 








Just as in the rest of 
the computer industry, 
video game technol- 
ogy is racing forward. 
TE New 16 bit game sys- 

tems like the Super 

Famicom are leading 

the way, but what is 
| the real difference be- 
ы tween the new sys- 
tems and thetradition- 
al B bit systems likethe 
| NES and Game Boy? 
m: of processing 
isthe main difference. 





Super Famicom 16 hh chip. 


2 





NTL ТАЕ FUTURE 

















In an B bit system you 
can describe 256 in- 
dividual things such 
as colors, whereas in 
a 16 bit system you 
can describe 65,536 
individual things. The 
possibilities are tre- 
mendous, but the 
final result, as 
always, depends 
more on creetive pro- 
gremming than the 
speed of the micro- 
processor. 
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The G.I. Joe Team hits the 
warpath with more fire 
power and more fighting 
skill than any force that has 
ever been dropped behind 
enemy lines. The Cobra 
Organization has bases 
spread out all over the 
world—Your team must get 
in, blow each base to King- 
dom Coma, then escape! 
Taxan has combined great 

control and graph- 
ics for a winner. 


GAME PAK : DATA BOX 





IMX2M_ | 
MEMORY | MMC3 | 64K 








Graphics & Sound 
Play Control 36 
| Challenge & Excitement 34 





Theme & fun. 











For each mission you'll control a team of three tough commandos. There's Duke, 
an all-around hero; Rock & Roll, a heavy weapons expert; Capt. Grid Iron, a hand- 
to-hand terror; Blizzard, trained in arctic operations; and Snake Eyes, a martial 
arts magician with ninja magic. One leader is chosen by General Hawk to head up 
each foray into enemy territory. You fill out tha rast of the team. Each mission 
demands different skills, so determine who goes by looking at their strengths for 
Stamina, Jumping, Punching and Weapons. 
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A REAL AMERICAN HERO © 








CHIRA SDAR, 4X 54) ОПГ 


The Cobra Organization has been terrorizing the 
world for too long.The Commanders of Cobra each 


‘You'll begin each mission in n straight-out action 
mede, blasting nnd fighting your way toward thn 
Cobra Base. 


To go the final mile you'll need the extra 
fire power of “maxed out” weapons. 
Grab the pistol symbol to raise the weap- 
on rank of your current commando by one step, for 


instance from 2A to 2B. Level 4C is the highest 
level. Try to achieve the top rank for every com- 
mando in the early stages. And once they're up 
there, don't let them die off. If a team member is 
defeated, he'll lose his weapon ranking. 





The Basen nre mazns, some cnnningly difficult. in 
nach yon'll have to reach thn Checkpoints to nut 
bombs before timn runs cutl 





have their own heavily guarded base. The С.І. Joe 
Team will have to deal with them all. 


After setting ай thn бтп bombs yon'll have to clear 
nut of thn nren Fight nn thn run as yon hnnd for 
safety. 


shown on screen, you can 
fire your weapon. Snag four 
Pistol Emblems and you'll 


fully power up your Weap: 
on's Level. Using weapons 
uses up Ammo, so iong 


ais add fuer А» АША 
bursts will leave you short of — — 
munitions. ваг 
rie Y Y 
пз А) 
= 





HAN 


For most of the action E 
areas—Mission Start and = 
Escape Routes—you should З 
use hand-to-hand combat 

wherever possible to рге- f 

serve your Ammo. Each 

team member has a spe- 

cialty such as using a sword 

or his fists. 


HAND GRENADES 


The Hand Grenades are 
best used against the Cobra 
Commanders at the end of 












open walls and floors. They «4 
aren't very accurate against 
fast moving enemies, 
though. 
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OU THINK 


U ARE PEEXTY TOUGH!!! 
3'H WAITING! 






yum — 





Hand-to-hand combat will take 
you far against tha Guards and 
animals. Make sura you jump for 
the hidden Power-Ups in the trees. 


Collect items to give your char- 
acters Power-Ups for weapons 
and the Life Bar. 


AMMO 

Adds five ahots to your current 
supply of Ammo. 
FLASHING AMMO 
Thirty shots are added to your 
musitions store. 
K-RATION —— 


Ose section ol the Life Bar will fll ts a 5 4 — де qe ы AE а ы 


са ts ' > Еа 
LASHING KRATION | | cod М =: Я Д 





Your character's Life Ваг fills up w 
completely. d ` ^ 4 e E Ж 
PISTOL Hm o ; 5 E ; 
lacrease Weapor Levels by collecting " X ) M м: 
tour Pistols. 1 1 ; + ] ў 
BULLET PROOF VEST ГУ Е wu ^ i — 

You become lovincible for about five 4 E. 

seconds. s t ме de a 


CHEVRONS —— мыз E. 
The length of your character's Life wid m м 3 1 "RT "m ii d 
Bar will lacreasu. 
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CHECKPOINT BOMBS 


G.I. Joe is an explosive game in more ways than one. 
Your mission is to penetrate enemy fortifications and 
then blow them up. Inside each Base you'll find from between two 
and eight Checkpoints. When you touch a Checkpoint, an explosive 
device is armed. Your mission objective is to set the bombs then 
escape through the door marked on the map with a star. 





a d 








‘As snnn as you reach n Chnchpoint, n screnn pops np 
| showing thn nxpinsivn device and its timer Thn timn 
indicated ов thn bomh nnd in thn lower part of yonr 
screen Is thn nmount nf бтп yon hnve Infi to ast nil thn 
bombs nnd gut nut of thn dasn. Study thesn mnps to find 
‘thn fnsteut routn. In thn upper stages you'll hnve bsrely 
ennngh time to rench every Checkpoint. 










XE 









INTO THE FIRE 
a ET igs Ws any ey, MGR ge Lbs 
эге hidden. After collecting the Power-Upe, you can cither go back the way yeu cama 
EGS mae hams ma B snd de e Dr ot M ot eB 


ae * ae 
—— 
d du dua d NEG 


— m 






















When you reach the Cobra Com- 
mander, hit him with your hard 
stuff and avoid the energy field he 
lays down. Hand Grenades can be 
effective with practice, but he 
moves quickly. 


HODEN COPTER 
In Stage 1-3, shoot out the top two stonns nf the 
walt nnd Jnmp up to where they were Euter thn 
celling from there nnd fied thn £nhre Interrogator, Gut 
into nnn nf thesn vehicins as snne ns yon cen 
becnnas they nre прпгіу Invincibln. 





This one-man helicopter pachs thn fire powor of a 
division, but its Life Bar is short, Use It to avoid climbing 
nnd jumping. 
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SHORTCUTS 


FLYIN HIGH 


From the steok on the right you oan blast your 
LI (оба tha foor ta recover the Соне 


TT Е |6 


Г The ёопувуог belts on the ledges 
ECAN E E NUNT will slow down the team, but 
Watch out for incoming missiles ДАИ blast your way into the 
and take refuge in the hidden ice Helicopters you can easily reach 
caves. Enter ice caves from the ELE ees ЕТЕН 
right to collect valuable items. 


Roll along 

floors, 

ceilings or 

walls with ^ E g ыл 
the Buzz \ 


* Boar. You 
In the underworld of the city, Snake Eyes gives you a high-jumping can aven jump up and cling to 
‘advantage, plus his ninja magic uses none of your Ammo. the ceiling like a fly. 


A super computer that runs the operations 
of Cobra is your target in the most difficult 
maze yat. Remember to shoot walls and 
floors to reach enemy vehicles. Also select 
team members who naed their weapon 
levels boostad. 


Enemies appear from sewer pipes 
as you ride the elevator downward. 
Giva them a whack on the head and 
gain Ammo and K-Rations. 


== 


DOWN HERE IN THE SEWERS: 
YOU WILL NOT FIND 
LIFE SO Easy!! 
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AREAL AMERICAN HERO © 


ESCAPE ROUTE 


х Bottomless pits can swallow up 

[ START | = = г < = = careless team members. Get the 
EIER Р 3 ie : 1 — sure grip of the Buzz Boar hidden 

far to the left to keep on track. 





A HIDDEN BUZZ SOAR 
‘Shoot straight up at the Benger sign and 2 Buzz Bear will drop dewa. face 
inside the captured Buez Beer your team member wilt be protected—at least 
кай the Buzz Baar ioone ай Lite Ders-end you'll bave he able io usa the Buzz 
fears атт. з Üurz weegon withox: wanting Ак ma, 


ito great # 
heights. The multi-directional 
cannon is also a great help 


BEYOND THE WALL JUMPING JOSS BR when enemies have you sur- 


In the але: ind дөй you ово best cheravier You can унер from the ойда to the loft of the ‘founded. 

ай: and gain Roms and Ute by biasing through wall where the Buzz Boar le hidden lato а secret 

walis. in other places you ane simply walk threugit passage in the wall. Make sure yeu defeat the 

wells te got the goods. Try this everywhere. Hart- Ed —— MM — * 

Lu LS ELLE LL. EL] К aa the first jams. înce he Ваг 

werd the wall and posh Up on the Contel Pad te Wapen going fell baro! 
‘olin tha walis st auicldy a6 п spider. се 


© © ©” © 
к 


ge i 
Conveyor belts do their best to 
carry you to your doom and eagles 
attack from overhead. At the end, 
jump to avoid the missilas while 
attacking. 


HOP TOIT 
То get the pogo above yos, 


the items, shoot Into the ci 
Jump ap end backtreck to get the vehicle. 
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sion make Snake Eyes a good 
choice for onc of the team 


members. Watch out for flame 
throwers and look for hidden 
items everywhere. 
Ric qM 
КА ШҮ - GHEBKK IT our 
On the first ledge of the white E. ÀJ ae 
cliffs, walk into the wall and get the 


| don't bave К, you'll neod te de seme fancy 
Jumping ie mach the hiddan passaga in the well. 
Ie might be a good Idea te bring Snake Eyes 

| slong for. Ris miesion juat te make the jump ancien, 


Pago. 


ROCKS TG OUST 


Liko many Saves, the Baek Hite Base hes items 
hidden ia the wall, fears and colliege. in many 
canes you'll have te vaporize the mok with 


ledges that hang out into the shaft. 
He'll be able to cling to the ledge, 
then jump up onto it. Leap up to 
the ledges that protrude into the 
shaft. 





Before climbieg upwerd, vaporize the caenons above 


эги} leap ipto a hiddes sheft to get » helicopter that 
le hidden os the right. 
x 3 


E 
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А REAL AMERICAN HERO ® 


This lanae is filed with walie, seme solid and 
some not-so-selid. Most of the walk-tiru walie 
en be identified H you pay attention. The 


went dioe 
General Hawk has been kidnapped by the Cobra Organization! This m —— — — 
time they've gone too far. зе recognize the walk-thrwe, thie Baos will be a 


LM т ul 
52. 


Ws 
* Ex : 
"Mies | | 


` ^ 
EX rx CAM At first it seers ‘ike an йпрба- 
Although the dunes seem to slow TT 79 1E Iri lc! 
you down, don't jump if you can swarming as usual and you'll 
help it. Many hidden items are nead to find seven Checkpoints 
buried in the sand. You'll get them before you can leave. 
only if you walk. 


+ 


P 


m Ww V 


ESCAPE ROUTE 
After destroying 


XE Destros ship, 
n your perspective. Squat sad jump ts lanp downward late the lower you'll have to leap 
засела 01 ihe Bato and just jump when you're canting baok up agate. " from one narrow 
С 2j column to another 
M muse: x while pursuing 
АҢ } oM him. If you fall, 
- 4 Уз ul 4 you'll have to use 
» i t - f another team 
NI 2 
3 - J member, so a lot 
is riding on every 


nll 
H 
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THANKS MEN» 
X REALLY OWE YOU 
FOR THAT ONEt 


INRA 


É = 

! | E тыз рез. 
дыы = ^" а] 
— — = 
= 

Em peme 
= 


— — 


ГЫТ 


» 


оран 
H.Q. You need.to find eight 
Checkpoints, and. fight off an 
army of the Cobra’s toughest 
thugs. oem 


‘You сай find a Buzz Boar amt a Cobra Pogu in 
his Base to help yau gat around. Use Grenedes 
Ao roach the Pogo and save en Ammo, You'll weed 
all the fire power you can get. Use the Burz Boer 
‘then, it take the I. 





Uk nyt ns bole jT im ыы 
secet passages that take yeu from one ievel to 
— ا یا‎ еј 
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Le 


се есе NT RE. 
— —— — omm 


iil 


Move ai far te the right as you can rom the Start eres and blow a hote ia the 
finor, thon irop sewn, grab the kema and drep down again. Enter the Check- 
point area by jemping up and shocting out the walî to the lef of the Chock- 
E و‎ jerk su Nu Ma Ese for ие 
i [P س سی‎ 
= " 1 
— — 
= 


y 
m — Ц ix 


il 


39 


eur ЇЇ 


AREAL AMERICAN HERO © 


After you've polished off the Cobra Organization’ | 
once, you might think it’s time to rest. No way, 

Joe. There are two more quests. In the Second 

Quest you'll have only two members рег team 

and Checkpoints have bean moved, The Third: 

Quest has hidden Checkpoints. 


— 
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PLAYING 






Here's a glance at a few recent 
releases that didn't receive feature 
coverage, though they should appeal 
to fans of their particular genres. 


BANOIT KINGS OF 
ANCIENT CHINA 


Following in the footsteps of 
Nobunaga's Ambition and Ro- 
mance of the Three Kingdoms, 
this new role-playing simulation 
from Koei places you as the leader 
of a prefecture in 12th Century 
China. Load one of four scenarios 
and build your forces to take on 
the challenges before you. 





Some players will find the pace 
slow compared to more action 
oriented games while others will 
enjoy the depth, involvement and 
attention to detail. 


| nen т 
rmm 
74 кіна 
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TIMES OF LORE 


Journey through a world of magic 
and mystery in this PC style role- 
playing adventure from Toho. A 
band of Orcs from the Dark Forest 
have stolen the Foretelling Stones 
and you must recover them. The 
graphics are detailed and the play 
control is smooth. 


POLE LU erect ict ru 








Like other role-playing games that 
were originally designed as PC 
games, the pace of this game may 
be slower than that of most adven- 
tures designed for the NES. If 
you're a fan of long, involving 
quests, though, this one's for you. 





INDIANA JDNES AND 
THE LAST CRUSAOE 


The action-packed scenes of the 
last film of the indiana Jones 
series translate well to the video 
game format in Indiana Jones and 
the Last Crusade from Tarto. From 
the fight for the Cross of Coronado 
to the battle on the tank in the de- 
sert, all of the big moments are 
represented. 








Unlike some movie adaptations, 
this game is more of a series of 
arcade-style games than it is a 
complete adventure. 





The bruising world of roller derby 
is the setting for this action- 
packed game from Jaleco. Good 
fighting skills come in just as 
handy as skating ability, since the 
skaters on the other team like a 
physical game. Even some of the 
fans get in on the action. Two play- 
ers can skate at once, but they 
have to stay close together to stay 
on the screen 









Now that the arcade favorite, Qix, 
has become a success in the 
Game Boy format, Taito is bringing 
it to the NES. To master this puzz- 
ler, you'll need quick reflexes and 
Cool nerves. Try to claim sections 
ofthe playmg field by drawing off 
squares and rectangles without 
getting caught by the always mov- 
ing Qix. Claimed areas are covered 
by sometimes distracting pat- 
terns. Overall, though, it's fun and 
engaging. 


Climb into the ring with the big- 
gest names in professional wrestl- 
ing this new World Wrestling 
Federation game from Acclaim. 
One or two players can go one-on- 
one or join together in a tag team 
match with Hulk Hogan, the Ulti- 
mate Warrior, and other current 
wrestlers. This one should be a 
winner with wrestling fans. 











Adventure Island d 





] Hudson Soft 





1P 








Comic Action 








‘Bandit Kings of Ancient China | Koei 
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Role Playing 





[Fox's Peter Pan and the Pirates [THQ 





1P 2.7 






Comic Action 




































































































[Fun House | Hi-Tech 1P 24 Game Show 
Gl. Joe | Taxan 1P/Pass | 3.8 Combat Action 
Harlem Globetrotters | GameTek 4p-S | 2.7 Basketball 
Indiana Jones and Last Crusade | Taito . | Adventure 

The Last Ninja Jaleco 1P/Pass | 3.8 Ninja Adventure 
MetalStorm irem 1P/Pass | 3.8 Sci-Fi Action 
Princess Tomato in the Salad Kingdom| Hudson Soft | 1P-Pass Role Playing 








Qix 
Times of Lore 
War On Wheels 





Taito 











Puzzle Action 





1P/Pass | 2.7 








Role Playing 








Jaleco 2P-S/Poss | 2.7 





{WWE Wrestlemania Challenge 





Acclaim 2PS | 3.3 














Roller Skating 
Wrestling 















LISTING KEY 


You can get the most out of our 
game listing by understanding : 
the categories. Title, Company - 
and Game Type are self ex- - 
planatory. Use this Key to un- 
derstand Play Info and the : 


valuable Power Meter ratings. : 



















: PLAY INFO 
: Some games are made to be played with as 
: many as four players at the same time. Some : 
: also employ a battery or password to save : Ratings are from 1 (poor) to 


: game play data. 
: 1Р = ONE PLAYER 


1 2P-S = TWO PLAYER SIMULTANEOUS : С = GRAPHICS AND SOUND 
5Р-А = FIVE PLAYERS ALTERNATING 
PASS = PASSWORD BATT = BATTERY : 


: POWER METER 
: Tha Pros at Nintendo НО 


rate each new game. 


15 (excellent) in four differ- 
* ent categories: 





: Р = PLAY CONTROL 
: € = CHALLENGE 
. T = THEME AND FUN 
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` DICK TRACY 









































































Sammy Long Long Sault, ON > Finıshed Matt DeSantis > Walkersville, MD > Finished 
— — — Gerald Montgomery > Fair Oaks, CAP Finished 
` SDRACON WA R L 28 
| Mîchael Penkvitz > West Bend, Wi» 999,950 MIDRAGON WARRIOR 
| John Azball > Seltzer, PAÞ 999,900 Antonio Gonzalez > San Ysidro, CA > Finished 
| 
IIDUNGEON | 
Nancy Hite: Lansing, MI 1,000,000,000 
He ТАНЫМ 1000000000 Marc & Eric Valenzuela Fort Worth, TX Finished 
BUGS BUNN DAY BLOWOUT EDYNOWARZ i 
Albert Genaro De Young} Little Falls, NJP Finished Travis Coppock > Bay City, TX > Finished 
Paul Krieger P Mount Prospect, IL» Finished Nick Sinnokrak > Homewood, IL > Finlshed 
Katy Tam, 10 Chang & ea eed | 
Cary Wont Athens, inishe: | 
Ec DRAGON I 
<ADTAIN CH VI RUM 
| Xiao Tian 953,070 
Christopher Clark > Pinckney, MI P> 236,607 E) T Б 
- — уа EDISNEY'S DUC 
Jordan Diacur > St Cathannes, ON» — 16,080,009 
Spencer Pennington® ^ Seattle, WAP Finished Aor Gel > Ба! оса MO > eee 
~> - n jonette awa, ‚032, 
——— Mimi Gardner > Topeka, KSP 11,201,000 
Mike Kloss > 5 —— » oes 
Bill Conklin > Buchanan, NY > Finished Jessica Henrick Portland, OR 9242, 
Craig Bruney» Martins Ferry, OH Finished Paul Davis Emery > Alexandra, VA > 7,955,000 
James Murphy > Cooper City, Р». Finished 
| Greg Gillelard > Shreveport, LAP Finished 
| Gloria Johnson P» Crafton, NDP Finished 1 
Rick Satfy > Greenville, SCP Finlshed Staunton, VAP 2,203,900 
Tom Anderson» Atascadero, CAP Em ^ 
David Bolduc > Lac-Etchemin, PQ — Finish: * E 
Scott Bla o, Rutland, П> Finished [FINAL FANT 
Denzit & Lori Anderson, & ч 
Don Hunter > Rowlatt, TX Finishad — 2289 — ps IL» Einished 
мету NE ЛЫ CMDEDAD Greg Breskey > Cicero, IL > Finished 
P Scott Smith» Sidney, IA P> Finished 
Melba Frank > Omaha, NEP mud OT Ps E E E 
Matt Vigor > Kewanee, IL > Finıshed 
Edinboro, PA > 
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Dave Yankovich > 




























Finished 































| BIGOLF (GAME BOY) 












































































БОЕ Barrett E ub MD eu He 
ven Masterman lencia, inished 
Scott Looker > Denmark, WIP —24(48) knsten Argenio> Tonawanda, NYP Finished 
—— Jeff Scott & 
IMAGE FIGHT И Michael Clinard > Lizella, GAP Finished 
Andy Preston > LaGrange Park, IL Finished n v 
| Any Preson® tage Раки» Fristed ga SUPER MARIO LAND [GAME BOY] 
| Tim Morgan > Valley Mills, TX > 999,999 
| EKID KOOL Shannon McKay > Aurora, САБ 136,170 
Mark Palmsiano > Rolling Meadows, 1» SL na mmm 
ETHE МАРАТ CONSPIRACY © MSTREET FIGHTER 2010 
Randy Rawe > Modesto, CAP Finished 
Eddie Ferry» Omro, WI» Finished P 
шм C E SWORDS & SERPENTS 
Linda Moore > Schofield, УЛ» Finished 
Joe Ferner > Saint Louis, MOP 1,551,150 Charles Fengler & 
Chris Beaver > Louisville, KY > 891,345 Shea McFarland > Atkins, ARP Finished 
Kenny House > Louisville, KY > 748,821 | BS & Suzy Carey» Anacortes, WAP Finished 
| PINBOT TMNT: FALL OF THE FOOT CLAN (GAME BOY} 
Neal Kendall > Saint Louis, МО» 43,929,500 DJ Russell > San Diego, CAP Finished 
Wade Dagley > Norfolk, VAP 39,228,110 E. Te —H—— — 
Cherisse Sachs > Willoughby, ОН» — 31,634,660 BITETRIS F, 
` Steve Shrader> Staunton, VA 506,000 
IRESCUE RANGERS - ыа Gardena, CAP 465,733 
Kenneth Sprague > Cedar Grove, NJ» Finished Carol Sato» Rancho Palas Verdes, CAB 463,182 
Jason Spainhower > Orange, CAP Finished John Powers > Holtwood, PAP 443,954 
James Parochetti > La Plata, MD» Finished Derek Eng» tale шо NY» 429,299 
Joey Brookman > Wasilla, AK > Finished Frederic Busque Pintendre, PQ > 428,694 
Anthony Schell > Bridgeton, МО» Finished Peter Wineinger > iwaukee, WI 426,886 
Mike Morrison > Livingston, NUP Finished ° — Keppen Fitzhugh > Elgin, IL> 425,583 
тарош — E SRA, | 
еп епс! terling Heights, }. 
ROLLER GAMES Ben Breech > Mechanicsburg, PAR 382,293 
Glen Pavan > Clifton, NJ» Finished Paul J. Ronco Fredericksburg, МА» 363,099 
IISNAKE'S REVENGE ` ШТЕТКІЅ (GAME BOY] 
Steven Gregg > Lakeland, FL Finished Perry Chou > Morton Grove, IL > 
Eric Wehger > Schelton, CT > Finished Sachiyo Tomita > San Francisco, CAP 
К” — — колы a — DM 
lames /adenhead ri n, 
IISUPER MARIO BROS. 3 Norman Chine Glen Rock, NUP 


















— ш» Wet Pont, ШИРИ Finished Bonnie Summers» Hinsdale, Г > 

landail Stadstad > lentywood, Finished د‎ -= 
Benjamin Fogeison P> Hillsboro, OR» Finished 

Darryl and Roland Dyck Edmonton, ABP Finished TOTAL RECALL 


Robert Cohen > Old Bethpage, NY Finished Lance Barton > North Huntingdon, PA 112,430 


Charlie Charlton» Radford, VA > Finished 


HOW DO YOUR SCORES RATE? 


Every month we print the best NES and Game Boy scores sent in. Are you 
an NES Achlever? Send your name and address with a photo of your high 

— score~or final screen, for games without scores. If your score 
b» is tops, or if you're one of the first to finish a game, you 

might see your name listed! 















use a 35mm camera 
without a flash. ` 25 
Hold the camera | NS Я 
Steady and send us 

your best shot. 


С 2 2 Р 
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made to order for players who are better at using brainpower than dazzling dexterity! 
Clever clues are ripe for the picking, and when you engage the enemy, a quick wit beats 
fastreflexes. You've never seen fighting like this! Just remember: Stones break scissors, 
Scissors cut paper, and paper covers stones. 


M EEr — ‚терше, 


options then select & 


Check the menu for 
destination 





Take a close look Don't 
miss eny Important 
fletaiist 





C'mon, Goss, yos shoali 
check for hidden objects. 





cecembers—make them 


тек! 





j| Things усо see might be 
valeable later Pick them 
СД 


‘You'll meet seme cool | 
+ 





items are helpful if you 
M Use them et the right 
time, 





ive to others Yos might 
get goods or info In 
matum, 


As you Move from scene to 
scene, Look carefully then 
Check what you see. You never 
know what might come in 
W handy so Take whatever you 
co^ rong US Qood tè Кеш 
things to Give to the people you 
meet—they'll usually give you 
something in return. 


Sometimes he's just a crybaby, 
but other times he's a pretty 
sharp Persimmon. 


Wiw6stiyats aces Üioroagrly. Й 
you miss something important, 
you'll hit a dead end down the 


-apy | I you're not well armed, 


put yosr fingers эр! 

E—— —1—— — — —34 
DAF Pry prime info trom vain 

vegetables with sweet talk. 


А oscumber can carry опу 
so much. Drop extra 
pm S 
Check items to see what 
you heve-and what Percy 








Flex those fingers when it's time 
to fight! Watch closely to find 
the pattern. 


Wie mies Ше mind бон. 
Find the compass, then map 
your way along and see what 
you find. 





TM and © 1990 Hudson Soft 


1 The Salad Kingdom is in a pickle. Mean Minister Pumpkin plucked Princess Tomato and split for the 
Zucchini Mountains. Her grief stricken father, King Broccoli, wilted away but not before begging cour- 


ageous Sir Cucumber to rescue her. He's one valiant vegetable, and he is accompanied by a plucky K% 


M Persimmon who helps him dig up clues and get to the root of the problem. Clever enemies try to make 
Sir Cuke lose his cool. Fast-fingered Farmies bent on harvesting are only the first! Who can they trust? 
Mr. Pear? Mr. Corn? Radish Ron? Some you meet admire Minister Pumpkin; others would like to see 
him made into pte. From Spinach Heights to Saladoria to the Minister's Castle, they're brave and wise. 


— 


ic 
У 
Кез 
m 
к 
Pi 


Voir e a) 


But when the fingers are flying, can they squash Pumpkin and save the Princess? 


LEVEL 1 


ESALAD KINGDOM 2 


Take the flower and head 
for the Zucchini Moun- 
tains. Soon you'll reach 
the Celery Forest. What's 
that?! Is someone stalk- 
ing you? No, it's just a 
parched Persimmon. 
He's so thirsty! The 
closest water? Check the 
signpost ahead at 
Spinach Heights. 

Beak wee 

WW 

і ч 

The poer Persimmee is se thirsty! He'd 
love в drink from the cool lehe ce ће 


Tips from a sun-shy mole 
lead to the Parsley Forest. 
It's a maze—you'll need a 
map and a compass. The 
compass is near the 
entrance, the map you'll 
have to make. 


Mr Leak, left, guerds the forest. Eater, 
thee pich up the cempess. 


—— 


эш» Wao a qr. 


AY 


seu 


Pe dar dn E 


Talk to the Garlic Wan- 
derer in Orange Parkthen 


X go to town. Main Street 


shops and shopkeepers 


М are strictly vegetarian! 
Exchange gold for Sala- # 
dorian coin and shop ‘til # 
М you drop. Talk to every- 4 
JA one! Return to the Park 
and meet someone new. 2 


at Mr Pear, on the left, wheels snd desis. 


Male Street, right, is lleed with vegle 


If you prove that you beat 


Saladron, the Troops call $ 


Lisa. The General's head 
still aches, so it's a good 


y thing that you brought 


Aspirin! The Troops are 
vets—get advice! 


Flesilyl Resistaece Basel Usa’s here, 
but she's eot hsppy. 


Rr c E‏ ی ا ا 
ла qi mu a: k‏ 


т 3 


POLICE STATION N 


к Sgt. Pepper has а red-hot 


temper, a torture cham- 
ber, and no patience for 
the Resistance. It’s not 
hopeless, though. Check 
the cells for a familiar 


Hi face, then see what's col- 


lecting dust in storage. 
Pepper hasn't seen the 
last of you yet! 





Whee Pepper's steamed, you're likely 
to get soaked Whe's le the cell? 


LEVEL n 


CHE TVTBIA 


Check the area then 
Move to Peanut Village. 
Unhappy parents will 
reward you when you find 

















raphics & ound 


Play Control 
Challenge & Excitement — 
Theme & Fun 





— 






ТЕМОО РОМ 


* 
~) 





 " 


¥ Welcome to the 3rd Annual presentation of the nominees for the 1990 $ 
Nintendo Power Awards (also known as “The Nesters”)! We had a tough | 
time narrowing the field—1990 was truly a banner year for NES (and Game © 


Boy) titles. For that reason, we have expanded the number of nominees. So 
without further ado, here are your choices! 


Ee say the best games wit * 


x 
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34 A Batman 
- B Castlevania Ш: 
Dynamita explosions, gigentic characters, outrageous. colors Dracula's Curse 
CR Ree aul eee ESS C Gremlins 2 
make for great graphics and sound in a game. It will be difficult The New Batch 


to choosa a single winner in this catagory! D Mega Man III 
E Super C 
& F Super Mario Bros. 3 
ENP > G Solstice 
у ab — = 





Dragon Warrior II A 


Kickie Cubicle This is a difficult category for a game to score well in, because 


| р Maniac Mansion it's tough to say what makes a gama fun. Wacky settings, kooky 
characters and interasting plots are things that add to a game's 
thama. Games that score a high mark here make these elamants 


B 
t 
pe. — Mega Man M р 
РЭ: Ninja Gaiden П Е 
| 3 È F unusual and different, but appealing and well integrated into 
G gama pley. 


Rescue Rangers 
Super Mario Bros. 3 
er. 









> A Battle Of Olympus e 


A — game should СЕЗМ skills of even the best ES d B Castlevania Ш Р 

but not be impossible for players of lesser ability. A good chal- t Crystalis з 7A Af 

[ESI TUE ИДДА ККДК ДЕЛЕГА D Mission: Impossible S 

ЕЕВС ЧИ Е snake's Revenge - 
completing a rewarding test of skill. F Solar Jetman { 

G Solstice — 3 











Baman ALLE Ріау Сопігс 
Little Nemo В E а. 
Mega Man Ш C АСА СЕТ 
Ninja Gaiden II D ЕСА А ТЕА а] 
inja Gaiden А : 
Super € E moves, if it’s not easy to make him perform, tha geme loses its 
5 Mario B 3F appeal. Games with good play control are easy to get into and 
kho. ien G add to tha challange in other ways. 
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A Blohert “The Blob" (A Boy And His Blob) 
B Chip 'N Dale (Rescue Reegers) 


















Video Game heros coma in all E Rem cnm Б M New Betch) 
shapes and sizes. Good heroes ickle (Kickle Cubicle 
have cool moves, super powers and F eis ay Dream Master) 
lots of character. Great heroes not G Merio (Super Mario Bros. 3) 
only help to make a gama great; Н m cud e er Ш) A 
i yu Heya i jaidee 
soma even get their own breekfast |) Donate (IMIN: The Arcade Rame) 
cereal. 
кек 
| E x 
2 А Ashtar (Ninja Gaiden т) - 
4 B Bowser's Koopallngs (Super Mario Bros. 3) "TE à 
4 < С Chens (Final Fantasy) Villains too come in many forms. 
я D Dr. Fred aed Nurse Edna (Meniac Mansion] Some you love to hate, and some you 
ү Е Dr. Wily (Mega Mae Ш) just dislika intensely, buttha graat vil- 


F Dracula (Castlevenia Ш: Dracula’s Curse) i i kfor more. 
G Gremlies (Gremlins 2: The New Batch) [EISE ene mentis eae 

H Joker (Batmae) 

| Metal Slime (Dragoe Werrior II) 





A A Boy Aed His Blob 
B Big Bird's Hide And Speck \ FR] 





Innovation is a constant occurrence with NES C Манас M. Ё : 
games and accessories. Hare ara a few items D Mick E Teachleg $ 3 AA 
that we think deserve special mention as real nas y * eachleg System 


“light bulb” idaas: F Solar Jetmen 





G Super Glove Вай (Power Glove) q 









A Dr. Mario 

B Geuetlet II 

C Little League Baseball Playing the NES with a friend doubles, or even quad- 
D NES Play Actioe Foothall ruples the fun. Whether you'ra using teamwork to 
E Spot: The Video Gema beat your buddies on tha football field, or trying to 
F Super Spike V'Bell trash the other guy in Dr. Mario, these games offer the 
G TMNT I: The Arcade Game extra challanga of going at it with a human opponent. 
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The b T ser дате Pickthe penultimate program Tor 
should score high in al! areas, your pocketful of power, Game 
combining all the aspects of a Boyl Since Best Game Boy geme 
good ideo Same Uno dt ente wasn't a category in tha 1989 
i) emie ехцепепсе: Nester Awards, we've allowed 
Sorry, you can only vote for опе, some of the best games of that 


so choose carefully. The nomi- lm ` , 
neesifor Best. NES Game el year to be eligible for this year's 


1990 are: 
A Batman Castlevania The Adventure 
B Castlevania Ш: Dracula's Dr. Maria 

Curse Final Fantasy Legend Р 
Final Fantasy Gargayle’s Quest iN 
Manlac Mansian Galt it 
Mega Мап Ш Play Асћап Faatball / + СЕ 
NES Play Actian Football Фіх 
Ninja Galden П POWER 

Quarth 

Super C 


Super Maria Bras. 3 — Super Marla Land 
TMNT I eee eee TMNT: Fail of the Foot Clan 


c 
D 
E 
F 
G 
H 
І 
J 


To enter, just fill out the Player's Poll response card and vote for the Nester Awards, or print your 
пате, adoress and telephone number on a plain, 3X5 ресе of paper. Mail your entry to: 


NINTENDO POWER PLAYER'S РОЇ 
РО. ВОХ 97082 
Redmond, WA 98073-9762 


One entry per person, please All entries must be postmarked no later than April 1, 1991. Not 
responsible for lost, stolen, or misdirected mail Onor about April 15, 1991, winners will be selected 
in a random drawing from among ail eligible entries. Winners will be notified by mail By acceptance 
of their prize, winners consent to the use of their names, photographs, or other likenesses for the 
purpose of advertising or promotion on behalf of "Nintendo Power" magazine and Nintendo of 
America Inc. without further compensation Chances of winning are determined by the total number 
of entnes received Limit one prize per household No substitution of pnzes is permitted АН pnzes 
will be awarded A list of winners will be available after April 30, 1991 by sending a self-addressed 
stamped envelope to the address listed above 

GRAND PRIZE SELECTION OF GAMES: The 25 Grand Prize Winners will each be awarded 10 NES 
games from a list of games compiled by Howard Phillips. Actual selection of games is subject to 
availability. Nintendo also reserves the right to make the final selection of games to be awarded. 
Some restrictions apply Contest not open to employees of Nintendo of Amenca Inc., their affiliates, 
agencies or their immediate families This contest void in Canada and elsewhere where prohibited 
by law. This contest is subject to all federal, state and local laws and regulations. 


VOLUME 22 83 








HOW DO | DEFEAT THE TURTLE MACHINE 
MEGA MAN Ш IN THE FIRST PART OF DR. WILY’S CASTLE? 


nce you know what to aim 
O for, defeating this first big 

robot in Dr. Wilys new 
Castle will be simple. While you 
can jump or ride a whirlpool to the 
top of the tank and reach the 
Machine, none of your weapons 
will so much as dent its outer cas- 
ing. Ignore the Turtle Machine 
itself and concentrate on the 


MEGA MAN Ш 


г. Wily has rebuilt the 
D incredible Rock Monster 

fromthe original Mega Man 
game, and now it’s ready to stomp 
all over our hero one more time. 
The only ttme that the Rock Mon- 
ster is vulnerable to your weapons 
is when it is fully formed, and the 
only place that you can hit it is in 
the eye. When the Rock Monster 


zi sai 
Whee the Rock Monster moves t 
avoid the pleces. 
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Turtles that it produces. Stay on 
one side of the Tank and fire the 
Arm Cannon or Needle Cannon. 
Both weapons аге effective 
against the speed of the Turtles in 
their own element. After the 
Turtles swim around the Tank for a 
while, they'll crawl from their 
Shells and swim even faster. Blast 
seven Turtles to beat the Machine. 


HOW DO | DEFEAT THE ROCK MONSTER 
IN THE SECOND PART OF DR. WILY'S CASTLE? 


moves from the right side of the 
room to the left side, it will break 
apart, piece by piece, and send the 
sections cannonballing across the 
room. Jump to avoid the pieces 
that might hit Mega Man and get 
ready to fire the Hard Knuckle 
when the Rock Monster is com- 
pletely reformed. When the Rock 
Monster moves from the left side 


fuse the 


Rush Jet te avold the mess 










Yoe can't hert the Tertle Machine by firleg directly at 
it, but cae by almieg tor the Tertles. 


of the room to the right side, the 
pieces will bounce across the floor 
in a steady stream. If you have 
Rush Jet powar, float over this 
mess and drop when it's time to 
use the Hard Knuckle again. Seven 
hits to the eye of the Rock Monster 
with the Hard Knuckle will take it 
down. 


Hard Knuckle 


MANIAC MANSION HOW DO I GET OUT OF THE DUNGEON? 


the family will catch upto your 

friends and throw them in the 
Dungeon. There are two ways to 
let them out so that they can 
explore the rest of the house. If you 
don't mind leaving one Kid in the 
Dungeon, he or she can let the 
others out of the Dungeon by way 


I t's inevitable that members of 












GU ТО 
Use one Kid to push the Loose Brick m the wall end 


have the other Kid step out of the Dengeon while the 
door is open. 





of the Loose Brick. Have one Kid 
push the Loose Brick in the middle 
of the wall and quickly switch to 
the other Kid, waiting by the exit. 
The door will open just long 
enough for that Kid to exit. The 
other way to open that door is with 
the Rusty Key which is in the Chan- 
delier in the Living Room. The only 
way to collect the Rusty Key is to 
make the Chandelier crash to the 
floor. Get the Cassette Tape from 
behind the Loose Panel in the 
Library and the Record from the 
Tentacle's Room. Then play the 
Record on the Phonograph in the 
Music Room and record the sound 
onto the Cassette Tape. Take the 







gem oreren i 


Record the sound of the Tentaclo's Reconi onto the 
Cassette Tape. 


HOW DO I DE 


Cassette Tape down to the Living 
Room and play it on the Tape 
Recorder in the Cabinet. The 


screech of the recording will cause 
the Chandelier to shake and fall to 
the floor. Pick up the Rusty Key 
from the floor and use it whenever 
you or your friends get locked in 
the Dungeon. 


Play the Cassette Tape In the Living Room end watch 
the Chandelier fell to the floor. The Rusty Key will be 
in the rabble. 





THE TANK IN STAGE 2 





he best way to beat this 
armored atrocity is with the 
Bombs that can be found in 
Stage 2-2. Leap to the platform, 
pictured below in Stage 2-2 and 
collect the bombs. Then run to the 
end of the Stage and avoid conflict 


1 
—— 





Collect the Bombs here and run to the end of Stage 2-2. 


so that you won't waste Bombs. 
When you get to Stage 2-3, you'll 
see that the weak spot of the Tank 
is at the front of the top section. 
Jump up to the top, try to avoid 
shots from the Tank Guns and aim 
for the weak spot. Three Bombs 1s 


all you'll need to put it away. If you 
don't have the Bombs, you can 
defeat the Tank with a weaker 
weapon. The extra time that it 
takes, though, wili give the Tank a 
chance to retaliate. Work quickly 
and jump when the Tank fires. 





EE. 


— = - 
Jemp up to the top of the Tank immediately and hit it In the week apot with а Ramt herrage. 
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n an island east of Well- Ш 

garth, you'll find the Fire 

Monolith that acts as a por- {| 
tal to three other monoiiths in the 
kingdom. On the grounds ofthe Fire 
Monolith, near the upper-right cor- 
ner, use the Search command and 
you will uncover the Sun Crest. 











к>, — — 
— — 


Use the Search command here to find the Sue Crest. 


WHERE IS THE MOON CREST? 


he King of Osterfair Castle 

has the Moon Crest, and 

ha'H give it to you only if you 
honor his raquest. Talk to him and 
he will offer the Moon Crest to you 
if you can defeat a creature of the 
kingdom. The King will call on a = = - * 
huge cat. Beat it and the Moon Talk to the Kieg and accept his challeage to ern the 
Crest will be yours. Cacti. Moon Crest. 


WHERE IS THE GOLDEN KEY? 


he valuable Golden Key is 
hidden in the town of 
Zahan. Talk to a dog in the 
town and follow it to an area near 


the town’s edge. Search there and 
you'll find the Key. You can use the 


The Fire Monoilth le east of Wellgarih. 








STATUS ITEM 








Key on wooden doors in Midenhall 
Castle, Hamlin, Tuhn and several 


other places. 


Eli Wolff 


Became GPC. October, 1989 

Hobbies Playing vidao games, drawing, 
listening to rap music 

Best Accomplishment Finished lronsword 
Favorite Game. Solar Jetman 
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Brian Onstine 


Became GPG January, 1989 

Hobbies. Writing, reading, playing 
computer games, snow sking 

Best Accomplishment Finished Athena in 
two lives 

Favorite Gama. Crystalls 








ZAK arched atè 
[£g an 


Search here to fied the Golden Key. 


Sam Kujath 


Became GPC August, 1989 

Hobbies Playing football and video 
games, bowling 

Best Accomplishment Finished Litta 
Namo The Dream Master in 3 1/2 hours 
Favorite Game Final Fantesy 





Joaquin Govus 


Becama GPC September, 1989 
Hobbies Paintballing, practicing karate, 
playing video games, 

volleyball and football 

Best Accomplishmant Finished Ninja 
Gaiden and Ninja Gaiden I in 2 hours 
Favorite Gama. Destiny of tha Emperor 


MANIAC MANSION 


T he way to Dr. Fred's Lab is 
blocked with a double 
Security Door. You'll need 
the Glowing Key in order to unlock 
the Padlocks on the Outer part of 
the Door. Have one of the Kids 
workout on the Hunk-O-Matic in 
Ted's Room and rip the Bushes 





MANIAC MANSION 


HOW DO | OPEN THE 
OUTER SECURITY DOOR? 


and Grate from the side of the 
House, just left of the Front Steps. 
The hole will lead to a passage 
under the House. Get the Kid to 
crawl into the passage and find 
the Water Faucet. Then get anoth- 
er Kid to walk to the Swimming 
Pool. Switch to the Kid under the 





Have one Kid tum on the water under the House while another Kid gets the Glowing Key from the bottom of the Pool. 





House and turn off the water. This 
will drain the Pool and expose the 
Cooling System for the Reactor. 
Switch to the Kid by the Pool and 
retrieve the Glowing Key from the 
bottom. Then have the Kid under 
the House turn the water back on 
before the Reactor blows! 





Open the Outer Security Door with the Glowleg Key. 


HOW DO 1 OPEN THE 
INNER SECURITY DOOR? 





fter you've opened the 
A Outer Security Door in the 

Dungeon, you'll find an In- 
ner Security Door with a combina- 
tion lock. The combination is pro- 
grammed into the Meteor Mess 
Video Game in the Arcade Room. 
Before you can turn the Game on 
to find the combination, you'll 
have to fix the power to the Arcade 
Room. Have Bernard take the 





Open the Trunk of the Gar In the Garage with the Vel- 
low Key from the Tentacle's Room and take the Toots. 







Tools from the Trunk of the Car in 
the Garage to the Den. Then use 
the Paint Remover on the right 
wall. You'll uncover the door to a 
room with cracked walls and bad 
Wiring. Get another Kid to turn the 
power off from the Circuit Breaker 
Box in the Basement, and have 
Bernard use the Tools to fix the 
Wiring in the room with cracked 
walls. Then turn the power back 


USE TOOLS ON WIRES 





Have Bernard use the Tools to fix the Wiring ia the 
Attic near the Den. 


NINTENDO POWER 

Attn Counselors’ Corner 
РО Box 97033 

Redmond, WA 98073-9733 





on. The games in the Arcade 
Room will be in working order. Use 
the Quarter from the Envelope that 
was locked in Nurse Edna's Safe 
to play the Meteor Mess Game. 
Then wait for Dr. Fred to play the 
Game. After Meteor Mess has 
been played twice, take a look at 
the high score. That is the combi- 
nation to the Inner Security Door. 





Once the power is restored, Play Meteor Mess, Check 
‘the high score for the combination after the second play 


(206) 885-7529 
Nintendo Game Play Counselors 
are оп call Mon.-Sat , 4.00 am td 
Midnight and Sun , 8.00 am to 

5.00 pm, Pacific time 
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The Players, Pros and Dealers combine to selectthese top titles. Mario is still 
riding high and loving every minute of it. Mega Man, another mega-popular 
character, holds three positions in the Top 30—two of them in the Top 5! 





Use this coior-coded key to i 


: check on your favorite games. 1 


88 


Titles new to the Top : 
30. They're the ones to : 
watchl : 


Games that are moving : 
up. Theyve jumped : 


Several places in the 
poll. 


Favorites with long- : 
lasting appeal that : 
place month after : 
month. : 


| Number of months the а 
| game has rated іп the : 


[montas] Тор 30. 
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[5T ЕШ) ara MARIO BROS.3 


Crushing koopas and stomping 
goombas, Mario keeps players 
in ——— ос "Теше thick of the action. 


5) FINAL FANTASY 


The legend lives onl It's holding 
fast to Second Place and con- 
tinuing to fascinate players. 


— ga CRYSTALIS 


Rated high by the Pros for its 
adventure and challenge, Crys- 
talis again ranks Third. 

















4989 MEGA МАНШ 


4 POINTS 










With Rush at his heels and Wily 
in his sights, Mega Man has 
another hit with his hands. 






| [ 4,00 


POINTS 
— 








You're not seeing double! Mega 
MAITLI Man grabs another Top 5 spot 
with his second adventure. 





3995| DR. MARIO 


| It's as contagious as the flu, but 





a lot more fun. The Dr. Mario- 
epidemic is spreading! 





378) en or ZELDA 


POINTS 









The long-lasting appeal of Link's 
adventure in Hyrule keeps it in the 
Top 30 another month. 


7.13457 DRAGON WARRIOR I 








Rated high by both Players and 
Pros, Dragon Warrior II pro- 
mises to provide a challenge. 


— PLAY ACTION 
М: NES "oor 


Move over, coach! Players like 
ję planning their own strategies 
and calling their own plays. 


CASTLEVANIA I — 
DRACULA'S CURSE 


Dynamic Trevor Belmont breaks 
into the Top 10 in the third 
game of the Castlevania series. 








3,308 
POINTS 


са) 








= — — — 











| THE ARCADE GAME 
(Xs TETRIS 
(СЮ NINA TORTUES т 
"os ТЕСМО BOWL 
TE MANIAC MANSION 
MS means, LINK 
CER PuNCH-OUTH 
CED METROID 
ЄТЄ BATTLE OLYMPUS 
CED RAD RACER 
Em MEGA MAN 
Sos WRESTLEMANIA 
HE RESCUE RANGERS 
CED BASESLOADEDII 
CS SOLSTICE 
CD suPEROFFROAD 
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Pros' Picks 














GAME PIS GAME PIS GAME PTS 
1 Super Mona Bros 3 5,545 1 Final Fantasy 4,232 1 Super Mono Bras. 3 4967 
2 TMNT 1: The Arcade Соте 3174 2 Crystalis 4071 2 Dr Moria 3492 
3 Mego Mon I 2,467 3 Dragon Worrior I 2910 3 Tetris 1,994 
4 Final Fantasy 2459 А Destiny of on Emperor 2,3392 А The Legend of Zeldo 1,821 
5 Mego Mon IE 2,397 5 Super Morio Bros. 3 1,737 5 Wheel of Fortune Family Edition 1,532 
6 Tecmo Bowl 1,379 6 Mego Mon IL 1,656 6 Teenage Mutant Ninjo Turtles 1,395 
7 Nino Gaiden I 1,52 7 Mego Mon I 1541 7 Rad Rocer 1,269 
8 Caostlevoma TIE-Draculo's Curse 1,242 8 Monioc Monsion 1,530 8 Super Mono Bros 2 1,234 
9 Zelda IE-The Adventure of Link 1013 9 NES Ploy Action Football 1,461 9 NES Ploy Action Football 1,152 
10 Teenage Mutant Ninjo Turtles 999 10 Castlevonio TII Droculo's Curse 1,208 10 Wrestlemanio 1,139 
11 Tetris 906 11 The Legend af Zelda 1,070 11 Punch-Outll 1,057 
12 The Legend of Zelda B91 12 Battle of Olympus 1,024 12 Jeopardy 25th Anniversary Editon $64 
13 Double Dragan I Oba 13 Solshce 978 13 Paper Boy 859 
14 Super Mario Bros 2 855 14 Wizardry B17 14 Costlevonio TI-Draculo's Curse 858 
15 Dragon Womor 854 15 Storltopics 759 15 Fester's Quest 709 
16 NES Play Action Football 853 16 Mega Man 713 16 Tecmo Bowl 606 
17 Ninjo Gaiden 793 17 Kicke Cubide 702 17 Ghostbusters Ш 568 
18 Baseball Stars 766 18 Zelda Е The Adventure of Link 679 18 Pinbot 567 
19 Bart Simpson vs. Space Mutants 762 19 The Adventures of Lola T 667 19 Blaster Moster 544 
20 Super C 717 20 Nobunago' Ambition 656 20 Rescue Rangers 541 
21 Cosevania II-Simon's Quest 630 21 Shodowgate 633 21 Skate or Die 2 540 
22 Batman 564 22 Мено 541 22 Dig Dug 2 535 
23 Dragon Warner Т 557 23 Ulmo 449 23 Cosma Kid 532 
24 Rescue Rangers 547 24 Dungeon Mogic 426 24 Bases Loaded I 525 
25 Gases Loaded T 537 25 Low G Man 368 25 One-on-One Jordan vs, Bird 509 
26 Shadowgale 530 26 Genghis Khon 322 26 Bubble Babble 507 
27 Dr. Mario 503 27 Ule Nema Dream Moster 311 27 Super Off Road 493 
28 Disney's Duck Tales 502 28 The Immortal 288 28 Red Racer I 466 
29 Mego Man 464 29 Willow 276 29 Metroid 453 
30 Monioc Mansian 454 30 Street Fighter 2010 265 30 NFL Football 446 
SUPER MARIO BROS. 3 PROS PICK DEALERS TRY TO 
STOMPS THE FAVORITES, KEEP FAVORITES 
COMPETITION OLD AND NEW WELL STOCKED 


Players pick their favorite charac- 
ters in new adventures. The 
Turtles, Mega Man and Mario 
clean up this month. 
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Trend-setting power players, the 
pros choose challenging games 
with lots of depth. RPGs and 
adventure hold the top spots. 


Super Mario Bros. 3 is still in big 
demand, Dr. Mario shoots to 
second on their lists, and some 
classics reappear. 


Scores of games ranked lower than 30 were included m totals shown in Top 30. 








RAIN PRYOR 








As the streetwise “TJ.” on 
ABC's “Head Of The Class,” Rain 
Pryor is smart, tough and cool 
under pressure. She's the same 
way when it comes to playing 
video games. 

"My favorite Nintendo games 
are Tetris, Simon's Quest and 
Zelda I—The Adventure of Link,” 
she said. “Like my character in 
‘Head Of The Class,’ when you're 
playing those games you have to 
be on your toes all the time. You 
need to keep a level head whether 
you're battling the guardian of the 
Sixth Palace in Link or on the set, 
doing a scene in front of a live 
audience.” 

Rain, daughter of Actor/Come- 
dian Richard Pryor, can't recall a 
time when she didn't want to be an 
actress. One of her fondest child- 
hood memories is of acting out the 
musical “Annie” in front of Lily 
Tomlin. Tomlin and Whoopi Gold- 
berg are two of Rain's favorite 





Rain anit good friend Luigi al last year's PowerFesl in 
Universal Studlos. 





stars and she considers 
them role models for her 
career. 

Rain’s work on "Head 
Of The Class" brings out 
her funnier side. In T.J. 
the show's producers 
have created a character 
that tells kids "they can 
like school and still be 
cool." Rain sees similari- 
ties between her charac- 
ter on the show and her- 
self. "Both of us have 
worked hard to get where 
we are," Rain explained. 
"Т.Ј. and | also have the 
same sense of humor." 

Besides acting, Rain 
also has fun playing video 
games. She first discov- 
ered video games in the 
arcades where her favor- 
ite was Galaga. She was 
able to save her quarters 
when she got an NES in 
19B6. 

"Right now, my fa- 
vorite game is Tetris," 
exclamed Rain. “I 
Just got a Game Boy. It's really 
cool! The game's fun and it's a 
real mind boggler. At first | 
didn't know what | was doing, 
but I've gotten a lot better 
recently." 

"For me the best strategy in 
Tetris is to line up all the blocks 
on the sides and leave the 
middle open," Rain comment- 
ed. "That way, you have more 
timeto maneuver the blocks as 
they fall." Believe it or not, Rain 
finds Tetris relaxing and likes 
to play each night before she 
goes to sleep. 








— T 


Rain is currently in the studio 
recording an album. When it 
comes to singing, she feels most 
influenced by jazz great Billie Holi- 
day. 

Away from the set and record- 
ing studio, Rain likes to go to 
movies and hang out with her 
friends. She also spends time 
working with kids in the "Students 
Against Drunk Driving" and "Just 
Say No To Drugs" campaigns. "I 
really think kids can identify with 
me and will listen to what | have to 
say. | don'ttell kids to just ‘say no,’ | 
tell them why to ‘Say no.'" 
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A LOOK INTO THE 
FUTURE OF NES 
GAME PAKS!! 





This Issue’s Pak Watch is fllled with hot news! We've got all the scoop on the 
future games for the NES and Game Boy as previewed at the Las Vegas CES. Plus 
we'll take a look at some potential games for the Super NES. We've also nabbeda 
few screen shots of games that were only rumors a few months ago. 


P POWER BLADE 


Taitos new NES action 
thriller, Power Blade, stars 
a hunkified hero named 
Nova who must battle his 
way through a futuristic city 
armed with only a boomerang. To 
restore order to society, Nova must 
locate six agents who possass the 
keys to fixing the governmental 
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super computer As Nova pro- 
gresses through the mean streets 
of the city of tomorrow he'll come 
upon items that will increase his 
weapon's power. Power Blade is 
somewhat like Mega Man in the 
way you can select stages, and 
many of the action tasks are simi- 
lar too. The metropolis sprawls in 











all directions, and the hero's 


adventure requires running, jump- 
ing and climbing. Like other 
games of the action hero genre, 
Power Blade has natural-feeling 
play control and a fun theme. Look 
for the full story on this one in a 
coming issue. 


UFOURIA 


Sunsoft’s newest title 
combines humor, action 
and brain-teasing puzzles 
in a wacky adventure set- 
ting. The hero, Bop Louie, and 
three kooky comrades have fallen 





out of their world, Ufouria, and 
into a strange new world fuil of 
hostile inhabitants. Bop Louie and 


П 




















his pals each 
and must use them to return to 
Ufouria. For example, Bop Louie 
has the ability to hit himself on the 
head with a mallet and make his 
eyes pop out, and one of his bud- 
dies is a ghost. 





TALESPIN 


Baloo the Bear is inthe air 
(and everywhere) as the 
star of the new Capcom 
NES title TaleSpin, which 
is based on the hit Disney cartoon 









show. From these screen shots, it 
looks like Baloo will have to do 
some fancy flying to make it 
through this aerial adventure! 


X-Wing Fighter or the Millennium 
Felcon against Stormtroopers, 
Sand People, Jawas and bounty 


hunters (not all at once, of course). 
Aussie developers Beam are also 
lending their NES programming 
expertise to the project. It should 
| 


Our Рак Watchers recently 
visited the famous Sky- 
walker Ranch to find out 
more about the JVC/ 
Lucasfilms Gemes project, Star 











X23. 


Wars. The game stars Luke Sky- 
walker, Han Solo and Princess Leia 
and allows you to explore loca- 
tions from Tatooine to the Death 
Star. You can pilot a Landspeeder, 
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the Winter CES: 





When CES attendees described Mintendo's booth at this winter's CES as intense, 
they weren't talking about the fact that it was housed in a giant tent. Intense is simply 

the best way to describe the atmosphere in Mintendo's now traditional CES city. Imagine 

a 65,000-square foot pavilion full of nothing but the hottest new and future games for the 
NES and Game Boy, and you'll begin to see why a trip through the Nintendo booth was 
overwhelming] Howard Phillips, Nintendo's Game Master, is here with a report on what he saw at 


ON WITH THE SHOW! 


It sure was difficult to choose a 
favorite game at the show, but | 


had a lot of fun looking around. - 


With the technical advances in 
NES programming, | had to look 
twice at some of these games to 
make sure they weren't for the 
Super FamiCom! 


BATTLETOADS ROCK! 


One game that | really liked was 
BattleToads from Tradewest. The 
BattleToads have unique persona- 
lites, which isn't surprising, consi- 
dering that they're six-foot tall 
toadsl The theme of the game is 
similar to the Teenage Mutant 
Ninja Turtles, but the "Toads have 
more moves and more fun! The 
best thing about BattleToads is 
that ifs a two-player game and 
you can trash the other player 
every once in a while to keep him 
on his toes! 
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THE FORCE IS NES 


| had to check out the JVC booth 
because ! heard Darth Vader 
would be there. Even though it has 
been a few years since Star Wars 
came out, he's still popular and 
lots of people lined up to get their 
photos taken with him. 





When | asked Darth if he would 
take his helmet off, he asked me 
how I'd like to take my head off! 
Fortunately he was only kidding 
{gulp!). The Star Wars game 
looked good based on the early 
version they were showing and 
really followed the movie's plot. 
Don't be surprised if other games 
from the movie trilogy pop up! 


NINTENDO STAGE SHOW 


All of Nintendo's displays were 
centered around a giant sound 
stage where they ran a big multi- 
media show every hour. The show 
highlighted all the new Nintendo 
games and featured live dancers 
dressed in F-One Race and Star- 
Tropics costumes. It was fun to 
watch and the sound was earth 
shaking, especially when they pre- 
viewed the Super NES! 


THESTARS WERE OUT 


Hall Of Fame baseball players Har- 
mon Killebrew, Brooks Robinson 
and Willie Stargell were signing 
autographs for Bandai's Legends 
Of The Diamond. NASCAR driver 
Bill Elliott was signing at the 
Konami display. Wild Bill Stealy, 
head of MicroProse and "Game 
Master" of PC games, was out fly- 
ing the F-15 Strike Eagle arcade 
game. The NES version features 
new options not found in other fly- 
ing games. 





Nintendo's pocket-sized power 
house is easily the best selling of 
all handheld video systems, and it 
shows no sign of slowing down. 1 
also heard that its hot not only 
here in the U.S., but it's Nintendo 
of Europe's best selling item too. 


ЛИТІ Е AVEP MANIA 





Several new Game Boy titles use 
the Game Link to create multi- 
player variations that truly 
enhance the game play. F-One 
Race from Nintendo will include a 





special adapter that lets four 
Game Boys link for hot formula 
one race action. Face Ball 2000 
from Bullet Proof Software lets 
you play tag in a three-dimen- 
Sional maze as a spherical happy 
face. BPS is working on an adapter 
that will allow up to 16 Game Boys 
to link together for a Face Ball free- 
for-all. 





= * а 


Wladimir Poktulko (Hatris) and Alexey Pajitnov (Tetris) 
hang out at the BPS booth. 





For gaming on a long trip, Game 
Boys RPG's can't be beat, and 
Several were unveiled at the show. 
Ultima from FCI is a whole new 
chapter in the saga designed ex- 
clusively for Game Boy. Mysterium 





from Asmik is an unusual game 
with an Alchemist hero who must 
fabricate weird devices to allow 
him to escape from a labyrinth. A 
sequel to Final Fantasy Legend is 
in the works from Square, and The 
Sword of Hope from Kemco-Seika 
brings elements of Shadowgate to 
the small screen. 


The InfoGenius line from GameTek 
brings powerful productivity 
options to Game Boy. For the trav- 
eler, InfoGenius offers a transla- 
tion cartridge, and for the student 
Or business person, a portable 
calendar/organizer and a diction- 
ary/thesaurus will also be avail- 
able. The growing number of adult 
players will welcome these more 
"serious" Game Paks as an excuse 
to start playing Game Boy! 


Perhaps the biggest celebrity 
commotion at the CES cama 
when The Ultimate Warrior 
appeared at Acclaim's booth. The 
current world champion was there 
to promote the WWF Wrestlema- 
nia challenge for NES and Game 
Boy. | thought about challenging 
him, but just shook hands instead. 





Although Nintendo announced 
that the Super NES will be 
released here in the fail, there were 
none available to play at the show. 
But there were a couple of top 
secret looking demo rooms where 
you could get a preview of the 
three Nintendo titles. Full details 
on the U.S. 16-bit Nintendo sys- 
tem will be revealed at the June 
CES in Chicago. Until then, watch 
these pages for the latest updates! 





SUPER 


SHOWCASE 


After the announcement at CES of the impending release of a 16-bit 
Nintendo system in the U.S., everyone is wondering what games to look 
forward to. It appears that the Super NES will be fully supported by 
almost every existing NES licensee, plus a few new ones. In all, over 40 
companies have already signed licensing agreements. The system’s 
much-anticipated U.S. launch should go off with a bangl 





eid 


We still ieven't heee eble to get e took at a 
prototype of the Americae Super FamiCom, hut we 
hope to ahow you whet it looks lle sooni) 


ON THE HORIZON... 


You already know about the three Nintendo titles that are out in Japan and will probably (no promises) 
be released in the U.S. at the same time as the system: Super Mario World, F-Zero and Pilotwings. 
Here's a look at a few titles that have already debuted in Japan and may make it to the U.S. soon. 


ACTRAISER —— BOMBUZAL 


Actraiser from Enix is an interest- 
ing strategy/action game with a 


fantasy theme. As a supremely . 


powerful being and ruler of a 
growing kingdom, you must ven- 
ture forth and defeat menaces to 
your civilization. This will keep 
your people prospering and will 
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give you more personal power (a la 
Populous). The battle scenes are 
side-scrolling sequences with 
huge characters and the play con- 
trol is good for a game with a wide 
variety of possible actions. The 
strategic element makes it more 
than just a hack and slash contest. 


Other titles on the way in Japan 
include: Drakkhen from Kemco, 
Dragon Quest V from Enix, Big Run 
from Jaleco and Hole in One from 
Hal. We're not sure which, if any of 
these Japanese hits will make it 
over for the U.S. Super NES, but 
we're keeping our fingers crossed! 
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on the deep space shoot-em-up 
tradition of Gradius and LifeForce, 
but with awesome 16-bit gra- 
phics! The creatures are gigantic 
and the backgrounds throb with 
life. 


ULTRAMAN 


Ultraman from Bandai follows the 
adventures of Japan’s campy 
equivalent of the 1960's Batman. 
Ultraman seems to be gaining 
popularity in Japan, and this super 
game from Bandai captures the 
earth-shaking action as he fights 
gigantic space monsters. 








Bombuzal from Kemco stars a 
hero that looks like a blue Mr. 
Potato Head in a puzzle-style 
action contest. He has to bomb his 
way through various mazes. 





STREET FIGHTER 


Street Fighter from Capcom is 
similar to the martial arts arcade 
game and has the same variety of 
moves and big characters. 





As you can see from our CES report, there are tons of titles in the works 
for all the Nintendo systems. We'll wrap up this issue's Pak Watch with a 
few odds, ends and updates: 


Role-Playing Games Keep On Rolling | 
Nexoft is one company that is concentrating on RPGs for the NES. 
After the release of Faria, their next project may be a NES conversion of 
the PC game Might & Magic, and a NES version of a U.K. title, 
Daemon's Quest. And for you dyed-in-the-wool RPG fans, Wizardry 2 


| is also in the works for the NES. Square is planning Final Fantasy II for 
|the Super NES with a scheduled release date sometime this fall. 


We managed to round up à few screen shots of 
Lolo and Lala's next adventure. Even newcomers 
to the perplexing world of Lolo will be able to get 
into the game easily, because Lolo's Grampa 
provides tutorial help to get you started. 





|Data East has high hopes for 
RoboCop 2. The RoboCop char- 
acter is bigger, and can jump. 
Your mission is to bust all the 
criminals and destroy all the 
"Nuke" Drug. 








A Varied line-up from Hi-Tech 


Hi-Tech has several new games in the works. Tom & Jerry is an action- 
oriented game based on the cat and mouse capers of the famous 
"toons. Twin Peaks, which is based on the bizarre T.V. show, will be role 
playing in style, with the player trying to solve the mysteries of Twin 
Peaks as one of the many strange characters of the show. The plot is 
based on the second season, with multiple endings possible depend- 
ing on which character is played. J 





















| Castelian 


|Here's a screen shot from Triffix s challeng- 

ing castle-climbing puzzler, Castelian. It's 
|difficult to get a feel for the game’s three- 
| dimensional look without seeing it in action, 
ibut thesa photos should help. 
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E NES PLANNER Ё 


Bart Simpson vs. the Spaca 
Mutants 

BattleToads 

Beetlejuice 

Bill & Tad's Excellent Vidao Gama 
Advanture 

California Raisina 

Coco Run 

Double Dragon IL 

Drac's Night Out 

Dragon Fightar 

Faria 

Flight Of Tha Intrudar 

Ikari Warriors III: The Rascua 

Metal Mach 

Mika Ditka'a Big Play Football 

Mini-Putt 

Monopoly 

Power Blade 

The Uninvited 

The Advanturas Of Robin Hood 
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Barbie 
Castalian 
Daamon Wars 
Earth Bound 
Final Fantasy JI 
Might & Magic 
RoboCop 2 
SimCity 

Star Wars 

The Jetsons 
The Count's Counting Game 
The Flintstones 
Tom & Jarry 
Twin Paaks 
Ufouria 
Wizardry 2 


7 
StarTropics П 

Nintendo is already planning a 
sequel to the recently released 
adventure StarTropics. Instead 
of hopping from island to 


island, Mike will be skipping 
from era to era with a magic 
book called the Oxford Wonder 
World. As he jumps through 
history, Mike will meet many 
infamous figures. ^ . 
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Nintendn Power's most recentissues оге сусй- ^ -~ 


able individually. Add them to your collection! 
They contain these exciting reviews: 


Volume 7 (July/ Aug "89J: Mego Man TE, Dra- 
gon Warrior, Foxonadu, Strider. 

Velume 8 (Sept,/ Oct, '99): Disney's DuckTales, 
Drogen Warrior, Hnops, Fester’s Quest, Roger 
Rabbit. 

Volume 9 [Nev./D«c. 709): Tetris, RoboCop, 
Willow, lronSwerd, Super Off Road, NES Play 
Action Football. — * 

Volums 10 ([Jon./ Feb. '00); Saimen, Shedew- 












gate, Willow, Double Dragon T, at 
Dam , River City Ransom, - 

Volume 11 (March Apr, *9D): Super Marin 
Pros. 3, Silent Service, Pinbot, 720°, A Roy ond 


hi: j, Astyanax. 

Volume 12 (May/June 90): Find] Fantacy, 
Super С, Dynowarz, Code Hame Viper, Rural 
Fighter. 






Vnlume 14 (Juty/ Aug. 9D}: Rescue 
Snoke's Revenge, Solsti J 
Volume 16 [Sapt./ Oct. '90!: Maoi 

Final Fantasy, NES Ploy Action Football, 
Snake Кане H Rell, Kickle Cubi Mieri 
Impoerible, 
Valume 19 [Nov./ Dec. '90): Dr. Mario, C. 
vanio TI, Little Nemn: Dream Master, Solar 
Jetmon. 

Volume 20 (Jan. зәл Mego Mon IL, Déjà Vu, 
Gremlins 2, The Immortal, 

Volume 21 (Feb. '91): SterTropics, TMNT: The 
Arcnde бата, Quantum Fighter, Magician, 
Ultima: Quest of the Avatar. —— 

To order your bock Issues, use the ferm at the 
front of this issue. _ 
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Nintendo Power Subscriptions 
1-800-521-0900: T 


Subscriptinns ond renewals only. Call 24 hours 
а doy, 7 days o week. 


Congumer Service - 1 


1-800-255-3700 , 
Call for genero! ossistancn er te change your 
address between 4 a.m. end midnight Pacific 
time, Monday through Saturday, or P a.m. ond 
5 pm. Sunday. 
Game Play Counseling pu 
1-206-885-7529 . 
Stumped by а game? Call cur бата Ploy 
Counselors for help between 4 o.m. and mid- 
night Pacific imn, Monday through Saturdoy, 
ior R o.m. ond 5 p.m. Sundoy. Is long distance, _ 
so before you call, be sure to gnt permission ` 
from whoever pays the bill. 
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etin Board 


Nintendo Power's Strategy Gi 
books cover the best new releas, 
find better maps, or — 


The Pnwer of Hintendn begins with gi 

` products, and great system mointeno 
repair kenp mnnt ali 

Nintendo ne now hos authorized за 






* play immediately 
thn problem nver thn ph 
service, they'll direct you 





3 aint ynur World 
о i Be ° Е: е Boy to o d 
Tips апа Тосс s` P e Dee anier, vedi dat feat, role 
Hew fo Win nt Super Maria Rros. ar cally m —À2 
Jassie issues Set This month's service tip from the pros: Kee 





For o limited time we're offering our first six 
issues os а set. You'll find the following 
reviews In hese classic issues; 


“in-depth reviews of Super 
* Ninja EUR Castlevania IL 

'enture of Link, 
urte 
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есп strategies in Classified Information 


GRAND ‘PRIZE VES TRIP FOR4 TO: SUPER BOWL. 


Peter Ponticnlli - Monchester, CT m n 
f. 


SECOND, PLACE-WINNERS: NES ‘SATELLITE PACKAGES | 

















iadwick Hutchinson, KS; Roben Coral Quartz Hil CA; David 
d Eckenrod, Tucs Chit Elli 
, Mentrese, IL; Rryan Homby, Scettsdol 
id Jnndrzcjewski, Vincennes, IH; Rrian Козу, 
rian Kinsey, Hattiesburg, MS; Alex Murray, Hoshua, 
MD; Spears, Salt Lake City, UT; Scott Stovall, 5; 
Colin Walker, Cave Spring, GA; Hothan Werp, Madisoi 
NY; Steven Yates, East Wnnatchne, WA. 


THIRD PLACE WINNERS: NINTENDO TER AERSEYS. 
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ай Justin Berber, ye mies 
leue ET — nid E ا‎ 










Rrendon Opiekun, West Warwick, 
Chad Rainey, Horvest, 
| Schneider, Birdseye, IH; 
Maxx Spear, Cornelius, OR 
г CA; Chris Waltz, Marble, MH; Dani 
E Aaron Wilcutt, Union Lake, MI 











з, Pompton Plains, NJ; Eus Tama h 
Word, Selma, HC; Khari Washington, Altadena, 
з Kurt Waed-Deason, Spakane, WA. 
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SWORD MASTER Em 

— 

A medieval adventure with a double-scrolling background and outstanding — 


sound effects, it puts you in the midst of the battle, wielding your sword. 


i 





POWER BLADE 


Set off on a futuristic, cinemagraphic adventure that's a little bit Terminator, a 
little bit Operation C—but still totally new. A supersonic boomerang adds 
another dimension to combat! 


= 
B 
MONOPOLY 
America's most popular board game comes to the NES! Play against computer 
= 
= 


ARABI 


opponents or, for hot competition, up to seven of your friends. There's no free 
parking or stealing from the bank in this version! 






SWORD OF HOPE 


In the spirit of Shadowgate, Kemco-Seika introduces an epic role-playing 
adventure for Game Boy. 





Dear Readers, 














It's time to vote for your favorites in this month's Nester Awards. Check out the nominees, 
mark your choices on the Player's Poll postcard, then mail it in. We've added some new 
categories that are sure to spark tough competition, and, as always, your Player's Poll 
entry makes you eligible to win big prizes! This month's grand prize isa library of Game 
Paks. The winner will choose from omong my personoi favorites, so the tities will be the 
latest and the hottest. Watch for the list of winners in the May issue and remember, you 

have to enter to win! While we're on the subject of hot games, I have to mention Battle 

Toads. They're new, they're nervy, and they're coming to the NES! You've never seen 

onything like these awesome omphibians. The game is being developed by RARE Ltd., 

so you con expect great graphics ond exciting action! Look for more details next 
onth. Because I get so excited about new games like BattieToads, some people have 
the impression that I'm obsessed with video games. dust in case you thought that I 
never did anything but eat, sleep, and play games, I'm including a picture from my 
recent vocation at a guest ranch near Sante Fe. My trusty steed, Ajax, refused to 
carry me, my NES and a power generator on the trail, so I had to settle for punching 
dogies and hanging on for dear life. Will I be giving up my position as Game Master to 
become o fuil time cowboy? No way! But it did get me to thinking about a new dame 
plot featuring a cowboy, a sharp shootin' sidewinder who wrangles the roughest 
stock and rides into the sunset on a horse named Ajax. 


Howant with Ajax, The Lona Gamester? 
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up y game with A & B turbo. Е 
ith the NES Satellite, you 


your friends dioose your 
favorite controller. And 








Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at hitp//www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


000 Klos. are 


